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What a difference a year makes. Last year, 
he could walk the streets of Boston virtually 
unnoticed. Now he’s a household name. 
He’s the guy coaches talk about when they 
motivate not only their second- and third- 
string players, but their entire rosters. For 
it was Brady who stepped up and led his 
team through the post-season and to 
Super Bowl victory. 


His magic continues in NFL GameDay” 
2003, where he’ll take the helm for the 
Patriots again. This time as the starter, not 
the young kid waiting for a break. One 
thing’s for sure: He’s the guy that every 
other team is gunning for, and that’s a 
tough place to be. 


With this in mind, count on Brady to call 
a number of plays using GameDay’s new 
“Hot Routes.” This new feature allows the 
quarterback to change a receiver's pass 
route at the line of scrimmage based on 
what he sees in the setup of the opponent's 
chosen defense. Defenses are once again 
very tough in NFL GameDay 2003, where 
new multi-player tackling provides the 
most realistic football action ever. But if 
defenses fail to wrap up the ballcarrier, 


THE STORYBOOK 


SEASON CONTINUES FOR 


fans will see one of 70 new “break tackle” 
animations. This means every play will be 
different and guys like Tom Brady can enjoy 
the highest replay value ever (and add to 
their constantly growing highlight reels). 


Another part of the game that Brady looks 
forward to is the 2,200 fluid animations, 
including 300 amazing new tackles and 


catches. All of these under the most responsive 
control ever offered. When defenses take 
hold of a man and tackle him into the 
ground, it's not only something witnessed, 
but also felt. Perhaps this is one feature 
that Brady could have done without. 


While some players would have enjoyed the 
time to rest during the off-season, Brady 
embraced the chance to improve. In fact, 
even with the departure of his quarterback 
mentor, the Patriots are still looking great. 
As is every team in NFL GameDay 2003, 
with over 3,000 polygons going into the 
creation of each player. In addition to 
that, all new textures and lighting make 


sure every player jumps off the screen with 
incredible realism. Also, 180 new player 
faces give true-to-life emotion to the 
players, whether they're celebrating a 
“touchdowaor gathering their pride after 
an embatassing, Satkm»Sources also say 
Brady was “blown away by Gamebay’s 
new 60-frames-per-secomd game play, 
which puts the athleticism Ofhe NEL imto 
each player like never before. 


The NFL never fails to deliver stiff competition 
from both conferences, with only a few 
weak teams. Naturally, the Patriots, like 
the rest of the league, welcome the upstart 





Houston Texans. Although the two teams 
won't see head-to-head action during the 
regular season, the playoffs are always a 
possibility. Another way the league is 


Advertisement 


expanding is through GameDay 2003's 
new Online Mode, where players can 
challenge opponents from anywhere in 
the country. Live stats, roster updates, 
real-time, in-game chat and 4-on-4 game 
play on two PlayStation. 2 consoles give 
players anywhere the ultimate NFL 
gaming experience. 


Some more favorable commentary on Brady 
is coming from NFL GameDay 2003's 
broadcast booth, where the legendary 
Dick Enberg has joined up with Hall of 
Fame quarterback Dan Fouts and lan 
Eagle. Together, they make up the first-ever 
three-man booth in pro football video- 
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am and player statistics in an 
azing 163 categories. 
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NEL GameDay 2003 starts off with a bang, 
featuring all 32 NFL teams and updated team 
rosters, including the latest trades and free- 
agent signings. GameDay participants will 
enjoy the improved look of the stadium 
models, featuring new lighting, texture 
enhancements, renovations and the newest 
in field wear. As Tom Brady and others are 































ee new stadiums in 
7 Seattle, Green Bay and 
ome the Patriots will get 
-new stadium of their own. 


On theroad, 
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regular season warms up, Brady 
Pats will have their work cut out for 
. Although they're a preseason pick by 
ost to win their division, nothing is for 
certain. Except, of course, that Brady will see 
for the first time the agonizing effort it takes 
to defend a championship. He’s going to 
take some licks, but you can expect to see 
the same kind of winning spirit that makes 
him a great leader and one of today’s finest 
all-around quarterbacks. 
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Survival Horror? What the 
heck is a Resident Evil? 


t would normally be Chris writing the 
Editor's Letter, but he's temporarily off 
trying to save the world or something 
like that. I'm sure Chris will show up 
again shortly, but that doesn't mean | 
can't cause some chaos while he's gone. As 
my first attempt at anarchy, | decided to do 
something wacky and put a relatively obscure 
game on our cover. | assume that most of you 
haven't heard of Resident Evil, but | figured | 
should tell the world about this amazing title. 


Okay, all kidding aside, Capcom's survival 
horror series returning to a Sony console is 
definitely a major event. Resident Evil Online is 
probably going to end up as one of the 
greatest games of 2003 and you'll get to 
read about it here first. The online aspects 
alone make it one of the most innovative 
titles on the PS2 and we're sure that there 
are going to be plenty of chills and thrills to 
go along with that. Get ready to get the 
S%i#! scared out of you! STEPHEN FROST 


RANDY NELSON rEviEWs 
EDITOR 


LIKES: Shooters, Racers 
HOBBIES: Building PCs 


Your New Year’s resolution? 
I promise to become an even 
nicer guy than I am now... oh, 
and to spread the joy that is 
Oingo Boingo everywhere! 


~ MEET 


the 


‘TEAM 





BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


Your New Year’s resolution? 

I resolve to somehow get a ton 
of money to buy my survivalist 
hideout... and to go to the 
shooting range once a week! 


Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... 





ON THE COVER 





BS nsec er Sete 
Even the undead want Sony's 
newest console. 
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Senior Editor 


Adventure games, plat- 
formers, RPGS and Fighters 

5: Collecting DVDs, cat 

wrestling, and sleeping in late 








Despite all the pressure from his 
fans, | promise not to tell anyone 
where Chris actually is. He put his 
trust in me so there’s no way I’m 
gonna tell you... for less than $10. 


ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Mistletoe (heh) 


Your New Year’s resolution? 

In order to keep my wife happy, 
I promise to practice kissing at 
least six hours a day. Ooh, baby 
(smack)... Ooh, baby... (smack)... 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Beginnings 
HOBBIES: Starting stuff 


Your New Year’s resolution? 
For this year, | am in favor of the 
high resolution. I will refuse any 
more jaggy edges and especially 
those blurry pictures! 


shows the love to PS2 owners by bringing a brand new—and online—Resident 
Evil game to Sony's console. The game already looks amazing and is bound to 
frighten the $%#! out of gamers everywhere.Turn to page 50 if you're not too scared! 


Witess: never cease. Despite an exclusivity agreement with Nintendo, Capcom 
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games! Learn how to destroy entire cities! 
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- Capcom's unleashing another scary game 
that’s bound to keep you up at nights! 





XENOSAGA 
The long awaited Namco RPG Is nearly upon 
us! Check out the screens and salivate! 
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Resident Evil Online 


New characters, features and online play... 
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A look at the coming year and what's in store for PS2... 
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4 THE SIMS One of the most 
original games you'll ever play. 


ree Or nr Care 


4 DISASTER REPORT Can you 
“survive” Agetec’s new title? 


a4 FIGHTER MAKER 2 A deep 
experience for fighting fans. 


is the magazine for the gaming elite—the hardcore gamers that support and drive 
this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
family,’ or waste space interviewing movie stars that have nothing to do with games. 
SUirlecm ecm nrc) mii elm -de-mnlCen 


is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing Jess. Now let’s get this issue going! 








SO REALISTIC, YOU’LL SWEAR YOU WERE THERE. The Rocky Mountains? Merely a speed 
bump. The Mojave Desert? A sandbox. The Black Forest? A flower garden. Welcome to an insanely 
realistic new world of offroad racing. 40 massive environments, more than 20 real-world ATVs, 
minigames, a hard-core soundtrack, plus intensely competitive online gameplay. So find yourself a 
comfortable chair, sit back and get ready, because it’s gonna get dirty. BLAZE YOUR OWN TRAIL: 


aa 3 www. playstation.com ATV Offroad Fury is a trademark of Sony Computer Entertainment America Inc. Developed by 
Rainbow Studios. Online play requires Internet connection and Network Adaptor for PlayStation 2 (sold separately). ©2002 
. . Sony Computer Entertainment America Inc. “PlayStation” pis — 

Mild Lyrics and the “PS" Family logo are registered trademarks of Sony 
Computer Entertainment Inc. “Live In Your World. Play In 
Ours.”, “Blaze Your Own Trail” and the Online icon are 
trademarks of Sony Computer Entertainment America Inc. 
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nowing that part of the fun of the “other” new game project, unrelated to the 
PlayStation 2 “experience” is trying to Jak & Daxter universe. 

decipher what Sony may pull next, and 

keeping with this issue’s theme of previewing [Sa \\a a) a] 0) Be 


what you can expect in 2003, we thought Beyond the well-known mainstream games, we 
we'd take a look at what may be up the should finally see Sony's research with motion- 
gaming giant's sleeve in the new year. tracking cameras pay off in 2003 with a title 


currently known as EyeToy—a collection of mini- 


Sa games (such as window washing, of all things) 


The first thing any true PS2 nut wants to know about is what that use a USB camera connected to PS2 to 


big games they can expect out of Sony each year—mainly translate players’ real-life arm motions into in- 
because the company is known for delivering some of the game actions. Whether we'll see equally weird 
biggest, best games on the system (Gran Turismo 3 or Japanese titles, such as Mojib Ribbon—in which 
Ratchet & Clank, anyone?). 2003, like each year before it, is players write raps on-screen to make the character 
certain to see some surprises, but we've already got our jump and move—remains to be seen, but with PS2 


sights trained on a few potential releases you might not have _ branching out to more niches, anything’s possible. 
known about. 


Obviously, all eyes are on Gran Turismo 4 (or Gran oe See SaaS 
Turismo Online, if they are in fact the same game) but PS2 online has been live for months, but we'll admit 
original titles and sequels to lesser-known—but still signifi- that there really haven’t been any games that scream 
cant—Sony games will likely play a bigger role in the release “you must go online” yet for most gamers. Look for Sony 
schedule for ‘03. One new game we'd have our eye on if to change all this in 2003 when it finally unveils the 
there were anything to see yet is a yet-unnamed (and unan- online projects that each of its major internal 
nounced) first-person sci-fi shooter from UK-based Criterion development studios, 
Studios (makers of Burnout 2) that promises to unseat and some third party 
Microsoft’s flagship Xbox title Ha/o. Don’t expect to see partners, have been 
anything on this top tier title for a while, but from what our working on for quite 


sources report it will be well worth the wait. We should also some time. Resident 
expect to see sequels to Syphon Filter Jak & Daxter, and The Evil Online (see page 
Legend of Dragoon come into the spotlight before 2004 rolls © 50) should be one, but 
around. There's also a chance we'll see Naughty Dog’s the aforementioned 


WHAT DO pecan 
YOU Lee ON) : 


We asked ees to sensor (20%) 
PT SRS els 
announcements they most 


Mojib Ribbon is the late: 


wanted Sony to make in 2003. PS2/game bundle === 
The introduction of Japan's packs (21%) 

translucent, colored PS2s to the e 

U.S. market led the list, but game PS2 hard disk 

bundles weren't far behind. drive (2%) 
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game from Parappa and Vib 
Ribbon creator Masaya Matsuura. 
So far, it’s Japan-only, but that’s 
all going to change—right Sony? 
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ANYTHING’S POSSIBLE >> 














A Surely Naughty Dog didn’t stop being 
naughty when Jak & Daxter shipped. 


Criterion FPS may be another. 

Once PS2 online really gets rolling, we can defi- 
nitely expect to see the first pay-for-play titles 
cropping up (EverQuest Online Adventures should be 
the first), but they’ll hopefully remain few and far 
between this year for our pocketbooks’ sakes. 


ON THE HARDWARE HORIZON 


Will the PS2 hard disk drive finally hit shelves in 
2003? Believe it or not, but it’s still not set in stone. 
While Japan already has the drive, and even a TV 
tuner on the horizon for cool TiVo-like functions, it 
seems that Sony’s U.S. operation still doesn’t see a 
real need for the device, and games such as Final 
Fantasy XI that require it are in limbo. If anything, 
we won't learn more about its fate until E3 2003, at 
the earliest. 

In lieu of the hard drive, 2003 may finally be the 
year we get colored PS2s in the U.S. (Japan has had 
them for some time now). It’s not a huge deal, but 
it’s still something that many gamers have been 
looking forward to for quite a while. 


ects else) ep Say 
lester 

It doesn’t take a genius to predict that the PS2 
will drop in price during 2003, but when it will 
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A Sony is long overdue in announcing a 
sequel to The Legend of Dragoon. 


A Expect to hear what the Syphon 
Filter team is up to sometime this year. 


drop in price in another matter. In past years, we've 
seen console prices drop more than once a year, but 
if current trends continue among Sony’s competitors, 
we may actually see a bundling deal before a full- 
fledged price drop. In fact, Sony has already pulled 
such a move in Japan, where it bundled Ratchet & 
Clank with a PS2 for about the same price the 
console was previously selling for alone. As for a drop 
to $149, or, bigger yet, $99, we may not see that 
happen until it’s time for the 2003 holiday rush. 


C1 ee 

Don’t get ahead of yourself—if Sony sticks with 
tradition, we won't really get a good idea of what 
PS3’s all about until about a year before its Japanese 
launch, which still appears set for sometime in 2005. 
That would mean we're looking at 2004 to be the 
year that Sony spills the 
goods on PS2’s successor; 
luckily we'll have plenty of 
great games and surprises 
to make the difficult wait 
a little easier! 








aad 


A Sony, if you’re 
making The Legend 
of Dragoon 2, 
please announce it. 
If you aren’t, then 
get to work! 
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SONY SDM-V72W 


ith the PS2 bringing 
together movies and 
games, Sony figures it 


should release a monitor that does 
the same, plus a few more tricks. 

The sleek black (or metallic) 
SDM-V72W differs from most 
other LCD flatscreen monitors in 
that it can also be used to display 
video from composite, S-Video, 
and component inputs in addition 
to a traditional VGA computer 
computer monitor connection—all 
that’s missing is a TV tuner. 

Sony has also worked some of 
the kinks out of older LCD tech- 
nology that produced blurring with 
fast-moving images, especially the 
kind you're likely to find in most 
videogames. The result is a much 
cleaner picture for gaming that 
past monitors provided, especially 
when you connect the PS2 via 
component inputs and run games 
(such as Burnout 2 or Tekken 4) 


that support progressive 
scan output. 

Unfortunately, at $1,000, 
the SDM-V72W is quite 
expensive for the 17.1” 
screen real estate it affords, 
and the image quality for 
DVD playback is grainy and 
washed out. For those 
reasons alone, we can only 
recommend the screen to 
those who only intendto  — 
play games on it—which 
defeats some of the 
purpose. —RN 


The steep price and grainy DVD video 
kind of defeat the purpose for the 
whole thing... 


PSM 


FINAL SCORE 


OKAY 


PS Om cay ecm mC te) 
aU Rem yew lms OR Ty 
price of the unit and the poor quality of DVD 
PUEDE aC Um UAC cla 

































Scorpion: Lethal spirit ninja 
from the Mortal Kombat series 


Scorpion: Returned from the 
fires of Hell to seek revenge 


Scorpion: A scary-looking bug 
found in the desert 


Scorpion: Seeks smaller, 
weaker bugs to eat 


RUMORS 


MORE FINAL FANTASY SEQUELS? 


Hot on the heels of Square's Final Fantasy X-2 
announcement, rumors have begun to surface in 
Japan stating that we may be in for more “dash two” 
follow-ups to earlier Final Fantasy titles. The current 
word making the rounds in the Japanese press is that 
the legendary PSone RPG, Final Fantasy Vil, may be 
the first to receive a sequel—whether or not this 
game would arrive before or after the yet-to-be- 

| _ revealed Final Fantasy XII remains to be seen. 
| 





ROUND TWO: Moves 


Scorpion: |ncinerates, dismem- 





Scorpion: Stings your foot or any 
bers, and spears his opponents _ other part it can get at 


GRAND THEFT AUTO: SIN CITY? 


Early whispers suggest that the next Grand Theft Auto 





Scorpion: Possesses the 
strength to rip people in half 


rs 


Scorpion: Likes to stomp on 
opponents when they’re down 















Scorpion: Will next be seen in 
MK6: Even Deadlier Alliance 
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Scorpion: Can barely lift a leaf 
without breathing hard 


Go For Broke 


Scorpion: |s often stomped on | 
by would-be victims 


Scorpion: Will next be seen in 
a String tie at a truck stop 


~ WINNER: SCORPION! (MK) 





game may be called “Sin City’ and take place in 
a1970s era Las Vegas-like city with all the neon-lit 
trimmings. We've also heard rumblings that the next 
totally new game in the series—G7A4—won't be 
based on the G7A3 framework. 
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ONLINE GROWING 

gi\t BY 

MM aTem evel =cer= ale a core ts nM MAURY 
worked out of the PS2 network 
experience. SOCOM is suffering 
from dialup users cheating their 
way into games, not to mention 
an overall lack of slots on the 
game servers. Madden has had its 
share of problems too, primarily 
from cheaters pausing games and 
waiting for their opponents to 
give up and leave, thus giving the 
cheater a win and the player who 


leaves a bad rep as a “quitter’ 


GAME CENSORSHIP 
We've unfortunately seen this 
back in the spotlight with Sony’s 
censorship of BMX XXX for 
PlayStation 2—the Xbox and 
GameCube versions made it onto 
shelves nudity intact. According to 
Sony, the bare chests didn’t mesh 
with their “global strategy.’ It’s 
only one game for now, but 
hopefully we won't see Sony 
going after other extremely 
mature games, such as 3DO’s 
Four Horsemen of the Apocalypse. 
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CHECKPOINT 


This is your one-stop spot to get a handle on the best stuff headed our way. 
Please keep in mind that release dates are always subject to change. 


Uary’s Future Outlook 
New Releases FEBRUARY 
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Barbie: Treasures in Time PCy LCi rele Callie incy 
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it ivendi Universal Chop Lifter: Search and Rescue react Capcom 
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Fool Stuff 


Here’s a look at some of 
the hottest new gear 
that everyone's 

talking about 


Price: $20-30 
Available: Now 


Unfortunately, we all have to occasionally 
leave our PS2s to be productive on PCs, but 
that doesn’t mean we can’t take our gaming 
mentality with us. 3DNA has designed several 
3D environments that are fully-functional Windows- 
based desktop graphic user interfaces (GUIs). In 
short, users navigate a customizable 3D space in the 
same way they would move within a game world to 
access PC programs, files, folders, links and every- 
thing else you would find on a 2D desktop. 

By the time you read this, Version 1.0 should have 
been released, promising user-friendly drag and drop 
abilities for customizing your 3D desktop. The 
browser bay now holds 48 pictorial panels for web 





TOP 10 DVDs 
| OUR TOP PICK: 


01/14/03 
“The Man” tries to keep down a 
| black Presidential candidate, 
forcing secret agent spoof 
Anton Jack (Eddie Griffin) to 
infiltrate “Operation 
Whitewash’ 









a The Bourne Identity 01/21/03 
3. Signs 01/07/03 
4. Fear and Loathing in Las Vegas (Criterion) 01/28/03 
5. Buffy the Vampire Slayer: Season 3 01/07/03 


6. Barbershop 01/01/03 
7. Blue Crush 01/14/03 
8. The Shield: Complete Season One 01/07/03 
9. 24 Hour Party People 01/21/03 
10. Pirahna tl: The Spawning 01/28/03 


GNPDFunworld” TRSTS 





\ news. 
roster update 
Stat Noah IIe 








In December 















desktops offer 
the look and feel 
of videogame 
worlds. 


site links, and user-friendly picture walls help 

group related icons and make for easy file 

management. Windows’ classic start menu and 
task bar are also always accessible. Best of all, 
there are built-in 3D games: The standard Quake- 
and UT-inspired BaseStation features “ElectroBall,’ 
while a custom desktop for graphics card maker MSI 
integrates an FPS game. 3DNA has made custom 
versions for GameSpy and PSM’s sister mag PC 
Gamer, and additional worlds (one new every month) 
are available for free download. Be sure to check out 
www.3DNA.net for system requirements, updates 
and user-created textures and content (some based 
on Unreal Tournament 2003, Mario, and Serious Sam). 


1: 5 MOVIES (THEATER) 
OUR TOP PICK: 


01/10/03 
Kyle Walsh returns to the town 
of Darkness Falls to save his 
lost love and her brother from 
an evil, 50-year-old wraith 

| called the “Tooth Fairy” in this 
a Sony horror flick. 











2. Just Married 01/10/03 
Newlywed traffic reporter Tom (Ashton Kutcher) and writer Sarah 
(Brittany Murphy) have a hellish honeymoon. 

3. National Security 01/17/03 

Two LA. cop rejects (Martin Lawrence and Steve Zahn) find them- 
selves trying to break up a sophisticated smuggling operation. 

4. Biker Boyz 01/31/03 
Laurence Fishburne, leader of a black biker gang, tries to recapture 
his racing title. Kid Rock, Tyson Beckford and Orlando Jones appear. 
5. A Guy Thing 01/17/03 

A betrothed bachelor (Jason Lee) wakes up next to his fiance's cousin 
(Julia Stiles), and his cover-up snowballs into an humongous disaster. 


ea) 


www.psmonline.com 
































Capcom has us intrigued by the pos- 
sibilities in bringing one of our 
favorite games online. Playing 
alongside other horror fans could be 
the freakiest experience yet. 


Could 2003's best action game come 
in January? The fall TGS demo prove 
Dante’s moves are now even silkier 
than in the original, and we can wait 
to sit down with the new playable 
character Lucia. 





We're as excited as you are that X-2 
is more of a sequel than a “side- 
story.” Online Final Fantasy X1 is all 
well and good, but it will be great to 
have another single-player FF RPG in 
2003, hopefully at Christmas. 





Tricky is still every bit as fun as when 
we first picked it up, one of the few 
PS2 games with such enduring 
quality. EA BIG has been coy about a 
true sequel, but we're confident that 
it’s already in the works. 





Confirmation of the next Ace Combat 
came from the 2002 Tokyo 
International CG Film Festival, of all 
places. Namco said a PS2 “online 
flight action game” was in develop- 
ment. Put 2 and 2 together and... 





It was summer 2001 when Konami 
told PSM a bit about its next-gen 2D 
Castlevania, and still there's no 
platform or release date. We hope to 
learn more soon, especially since a 
2D Contra released on PS2. 





From the latest build of Sony’s War of 
the Monsters, we've seen more 
monsters, venues, bosses, and the 
story mode. Let’s hope the fine 
experience has more depth by its 
January release. 





Our friends at Blizzard put a trailer 
of Ghost up on the net and the 
gaming community was abuzz. 

See why at blizzard.com/ghost, and 

keep an eye out for platform and 
release details. 





Variety in the survival-horror sub- 
genre is always welcome, and Silent 
Hill 3 looks to outdo the series’ 
signature blend of ambient horror 
and cinematic presentation. April is 
likely to see its release. 





In addition to SH3 and MGS 2: 
Substance, March’s Z.0.E. 2 is yet 
another title making Konami one of 
PS2’s biggest contributors in the first 
half of 2003. Also watch for Winning 
Eleven and Cy Girls. 
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C 0 NTE NTS 
a 32) ATV Offroad Fury 2 
_ EB BMX xxx 
ED Conflict Zone 
EE) Dark Angel 
EB Disaster Report 
EB Disney's PK 
(5 Dragon Ball Z 





(GD) Dynasty Warriors 3 XL 


ED) Final Four 2003 
(J Fighter Maker 2 
{E3 Ghost Recon 
EI Harry Potter 
IED) Haven 


EJ Match Madness 2003 


ED) Minority Report 
[3 Mustic Heroes 
EZ] NCAA 2k3 

(EJ Pro Race Driver 
ED Rally Fusion 

ED) Spuro: Dragonfly 
EE) SW: Bounty Hunter 
The Sims 

EG) Treasure Planet 


NSU See 








raat 


A Not only is NCAA College Basketball 2K3 the best playing college hoops 
game of the season, it’s also the best looking overall. Check out the detail! 





PUB SECA SPORTS | DEV KUSH/VISUAL CONCEPTS | MAX PLAYERS FOUR] ESRB RATING EVERYONE 


aes NCAA COLLEGE BASKETBALL 


SCORING 


10 fae 


OMe eau eg 
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Bee eee 


Meh eg 
ROTOR eel men rd 


e take our reviews very serious- 
VT ly. We spend hours upon hours 

playtesting each title so that we 
can give you the absolute best informa- 
tion to help you buy. 

Games that score an 8, 9 or 10 earn 

a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 


TRUM CMa ge Glee nee 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 


eK3 


Proof that in college hoops, winning 
is all about the fundamentals... 











bucket (if not a two-handed reverse 180 
tomahawk dunk). Because of this, basket- 
ball strategy is replaced by forcing your 
way into the key. If you try to force a drive 
in CB 2K3 (or in real college basketball for 
that matter), you'll likely end up getting 
the ball swiped, swatted, or snagged off 
the rebound after an awkward shot. Those 
familiar with arcade style games may get 
frustrated by the defense at this point. 


ollege basketball’s greatest coach- 
es, like UCLA’s John Wooden, 
UNC’s Dean Smith, and Duke’s Mike 
Krzyzewski share a common con- 
viction—they believe in mastering 

the fundamentals of the game. When you play 
NCAA College Basketball 2K3, you'll learn for 
yourself why they feel this way. If you know the 
fundamentals, and play with discipline, you can 
beat any team. If you ditch them... you'll be 
lucky to even make the Big Dance. 

In most hoops games, if you shoot while 
you're in the key, you're practically guaranteed a 


Patience pays off 

But here is where the fundamentals kick 
in. If, instead of driving to the key, you 
choose an offense and start passing the 


PSM 


UU Rl 11 


eV Ma) (Letty tu PERO Me al lta 
CCT eM mee ete ee ClO eee ele) 
on the PS2—or ever, for that matter. Try it... we’re sure 

AC Con ae 


FINAL SCORE 
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A Play well and you'll guide your team to the 
big dance: the NCAA tournament. 


NCAA March ee 2003 


NCAA Final Four 2003 
NCAA March Madness 2002 
NCAA Final Four 2002 
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tomization options that really put 


it ahead of similar modes offered 
by the rest of this year’s titles. 


HEIGHT WEIGHT YRSELG INTEREST Lever 


3-5-5 4 





[oll tae] a WL a 
DUKE, OKLA, TEX 
OUKE, OKLA, KU 


4 KU, OKLA, MIST 


Roster ™™Map GQHelp Ady speecey 2 
ares 


Pale celee 4.18)" Meee atl 8) =e 
AND PLAY WITH DISCIPLINE, — 
YOU CAN BEAT ANY TEAM. >> 


= COACHAT TRIBU 


COACHINGST YLE 


or a ie 


rr PVT) 


A Go recruiting, get detailed player stats, and decide what type of coach you wish to be. 


ball around, you'll notice that players 
find the open seams in the defense. 
With quick ball movement and the 
right play call, you can shred a zone 
defense with wide-open outside 
shots. Or, if they go to man-to-man, 
change your play and look for team- 
mates streaking off a pick for an 
open shot. 

Smart passing, clever play calling, 
and patience pays off here more 
than in any other college basketball 
title. And because of this, CB 2K3 
looks and plays more like the real 
thing. EA's March Madness may pro- 
vide a more action-oriented 


Our complaints with 2K3 are few, 
but worth noting. Although we enjoy 
the realistic gameplay, fast breaks are 
also a real part of NCAA hoops, and 
they are painfully absent in this 
game. We'd also like to see more 
refined play calling control (like 
March Madness’ brilliant use of the 
digital pad) and better integration of 
the ESPN license—in this game it’s 
just tacked on. 

Even with those flaws, this is a 
great hoops title, and definitely the 
best college basketball game we've 
ever played. DAN EGGER 


A Just like in Sega’s pro hoops game, a good D is 
essential to winning games—this isn’t NBA Jam. 


A The game incorporates many of the 
control improvements made to NBA 2K3. 


A You have to really work for your dunks in 
this game, which is the way it should be. 


/videogame/ experience, but CB 2K3 S j 
. 4 : -close look at 
is the best simulation of the sport. == wi ie ie Z Na aM] pe 8 en 


Plus, it’s got online play... and that 


Just can’t be beat. , —  ~ 


f 
i 


Dynasty in the making 

It also features an incredibly fun 
dynasty mode that, while cribbed 
from other games (namely Tiburon’s 
phenomenal NCAA College Football), 


The game incorporates 
the same visual advances 
Sega made for this year’s 
NBA title, so the stadi- 
Me aera W Cy 
the smallest detail. 


takes all the good stuff from those 

titles and adds new features. Among ee ae 
those additions is the ability to recruit Meigscir ss 
high school players during the season Mima etc lie 
and even scout prep All Star games. | Senay. 05K 
Also, you'll love the career mode, in 

which you start with a small college 

and build your way up to a head 

coaching job at a big time program. 

As usual for a Sega Sports title, 5 mi —o es wha DE Fs 
the commentary is fantastic and the ‘6 / , hee 3 ¢ core bathe aoe 
atmosphere perfect for college eae Beaty oh hom se 
hoops. The graphics are also top be | & ; Me RR ta) 
notch. They run smoothly and the a a WES ee es 
player models look good. And let’s = : aa = aan — — soe as 
not forget the staggering number of : E 
real arenas in this game. 
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Raves 


__ PUB EA SPORTS | DEV EA | MAX PLAYERS EIGHT | RATED EVERYONE 
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bs 


A Going to the hole is easy... maybe a little too 
Thankfully the fun makes up for some of these faults. 


CO a 
Na Sa 
2003 


enough to make you forget last year’s 

unforgivably bare version. Thanks to 
vastly improved gameplay and the welcome 
addition of a season and dynasty mode, the 
series finally regains much of the credibility it 
lost in 2002. 

The gameplay improvements are key 
because they aren’t just minor tweaks. The 
Freestyle Control that livened up NBA Live is 
right at home here. Using the right analog stick, 
you can shake and bake your way through 
defenses almost at will. And while this doesn’t 
Faifel CcMenl sm e—] pal eMr= We corals ¢Comy |g n18) f= 40) 0 FCO | =B-] 
lot of fun—especially in head-to-head matches. 
And did we mention the excellent one-touch 
play calling, or that no basketball game does 

Bette chil lgetlalorsiuccl ea 

You'll also enjoy the dynasty mode. Sure, it 
feels like a scaled back version of NCAA 
Football 2003's, but it’s still addictive. When 
compared to the dynasty modes in the other 
college basketball games, however, it falls short. 
And you better have plenty of memory card 
space—the game inexplicably demands more 
than half of your 8MB card! 

The main downside to March Madness 2003 
is its graphics. Considering how powerful the 
PS2 is, and considering that the other college 
HoFeKs) Cel oy=] |More] gn MCU] O MSE NTeLe) en Acer tst=1e-\ le ned 
trying to play this game when the framerate 
and animations are so jittery. At times the play- 
ers move in slow motion, and at other times 
they zip around like bunnies. It’s especially ugly 
for a game hitting the PS2 in its third year. 
Other disappointments include the commen- 
tary and lack of online play. 

Despite the flaws, March Madness is still fun 
in an NBAJam sort of way, and it’s still the best 
college basketball game for head-to-head play. 

ey rle 


i year’s March Madness is almost good 


GOOD Fans will enjoy this 
visually unappealing game 
thanks to its polished and 
Flite e- ela 
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FINAL SCORE 


A Killing these suckers would be fun, if it weren't so 
A CO eM em mim Clete 


GHOST RECON 


good game on PC has become a mere- 

Ay game on PlayStation 2. 
iencing the former makes it hard 

to recommend the latter because the console 
port is so terribly stunted. As a generic first- 
person shooter, perhaps it works, but it lacks 
so much of what makes the Ghost Recon expe- 
rience as compelling as it was originally con- 
ceived on the PC. 

That concept produced a simulation of 
small-unit combat, with the player as the com- 
mander of four Green Beret fire teams. That’s 
where the PS2 game fails right out of the gate: 
it limits the player to only two teams. This 
removes almost all flexibility from the com- 
mander’s hands, because it’s impossible to 


_ have a separate team for a sniper or demoli- 


tionist; that would waste a team that would be 
needed for a major firefight. The command and 
navigation interface works fine—a sharp bit of 
redesign for the console version—but the team 
limitations make that a wasted effort. 

Once the mission planning stages are over, 


_ the outlook grows dimmer. In the name of sim- 


plifying the console version, Ghost Recon now 
has a Metal Gear Solid-style radar that identi- 
fies enemy targets and enhanced zoom fea- 

tures for almost all weapons—two things that 


"really take away from what was originally a 


fairly realistic tactical combat simulation. 

What this also means in practical terms is 
that it is nearly impossible for the player to fail 
on any but the hardest level of difficulty (which 
increases the size of the enemy force and takes 
away the radar). The radar makes it easy to 
pick out camouflaged and distant targets, and 
the zoom makes every infantryman a sniper. 
That last bit is definitely a problem, because 
snipers were already much too powerful in this 
game to begin with. 

Even if you never played Ghost Recon, 
SOCOM is still a better game for would-be sol- 
diers on a digital battlefield. This PlayStation 2 
port has ultimately lost far too much of what 
originally made the game both fun and unique. 

DAVID SMITH 


PSV eS OR eR heey 


far as graphics and control, 
FINAL SCORE 


eer Nae} 
Ghost Recon’s magic. 
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Dynasty Warriors a little on the tedious side. 


HEROES 


his action brawler should probably 
ii been called “Dynasty Warriors 

Lite.’ It takes the established Dynasty 
Warriors formula of hacking your way through 
half the population of China, and then makes a 
few important tweaks, resulting in an arguably 
better game. First of all, the levels are far, far 
smaller, taking an average of only about 15 
minutes each to complete. This makes it easier 
to fire up the game for just a few minutes at a 
time, and helps keep the game from getting 
monotonous. The art style has also changed. 
The characters are more cartoonish, and the 
enemies now run a colorful gamut from stan- 
dard grunts to wizards, wolves, armored bears, 
and sword-wielding robots. Finally, it offers 
split-screen multiplay for not just two, but 
three or four players. 

pela ate | oom a =m naCe pn) Lo) a CeIn eey= Len) 2) Co) 
adjustment is that DW’s “Musou” special 
attacks have been replaced by a wonderfully 
versatile magic system. There are four different 
types of magic spell: a straight-ahead magic 
blast, a leaping burst attack that clears out a 
circular area below you, a seeking attack that 
targets multiple enemies, and a powered-up 
melee attack that closely resembles the origi- 
nal Musou attacks, hacking away at any enemy 
within range. Your spells level up as you use 
them, and conveniently enable you to even the 
odds very quickly, even when surrounded. 

The game's controls are tight, and the 
graphics are fairly smooth and crisp, although 
the draw distance is quite short. This is most 
likely a concession to help the game run faster 
during split-screen play. The camera is fine, 
though it occasionally chooses some weird 
angles. There are also four unlockable charac- 
ters (in addition to the original four) and extra 
game modes not present in the GameCube 
original, making this the definitive version. 

ERIC BRATCHER 
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than its inspiration. 
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friends over for a good ol’ pool party. 
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A There’s nothing more fun than having some 7 








The PC hit lands on the PS2 in an all-new way 
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1) 


A As you progress | through the game, you'll be 
able to unlock various two-player mini-games 
and challenges. 





BALK 


A At the start, you can create your very own 
unique character. 


A You can even get rid of the walls, if you want, 
in order to get a better view of the house. 

















downright phenomenon, 
The Sims has grown to 
become one of, if not the 
biggest franchises in the 
PC world. It comes as no 
surprise, then, that the series would 
eventually make its way onto the PS2. 
What is a pleasant surprise, though, is 
the fact that the developers actually 
did a lot more than just a direct port. 
When compared to the original PC 
version of the game, which has been 
included as a bonus mode, the PS2 
version of The Sims has definitely 
benefited from one major facelift. 
Everything you see now is completely 


¥ As you unlock items, you'll be able to 
buy them and place them in your house. 








polygonal and 3D. There are a lot 
more items to interact with and 
everything is certainly more detailed. 
It’s still not the best-looking game 
ever, but what's here is definitely 
above average. 

Graphics aside, the greatest 
improvement made to the Sims for- 
mula would have to be the new 
objective-based structure. By chal- 
lenging the player with various tasks, 
instead of just letting them do what- 
ever, the game actually provides a 
reason to continue playing. There's 
even an actual ending, but you're 
going to have to accomplish a lot 
before moving into that mansion 
down the road. From surviving mom’s 
visits to handling the daily problems 
with your job, you'll be finding a lot of 
similarities with your real life. And 
that’s the charm. 

It would have been great to have 
seen the game run at a higher fram- 
erate. Granted, this certainly isn’t an 
action game, but 60fps would have 
definitely helped out the smoothness 
when rotating things around and 


Zooming in. It’s not a completely nec- 
essary feature, but would have given 
the game that much more polish. 

| admire The Sims for being some- 
thing different. You definitely haven’t 
seen anything like it on consoles 
before. Due to that, however, it might 
be greeted with a bit of reluctance. 
Spend a bit of time with the game, 
though, and you'll quickly discover 
that there's a lot of fun to be had 
here, especially when you unlock the 
two-player challenges. There could 
have been more of a tutorial, but 
most players should have little prob- 
lem coming to grips with the controls 
and how the game plays. After that 
initial bump, you'll find yourself in a 
virtual world of fun, where even 
seducing your neighbor is nothing out 
of the ordinary. STEPHEN FROST 
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VERY GOOD 


A completely new experience that will have a 
ey ey Tee UL mee) mL hg 
the lives of their not-so-inhibited, swinging 
alter-egos. Hot tub, baby! 
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right bizarre. This one involves a 
strange man from outer space. 


~ = - 
4 Some of the missions are down- _ This is one of those rare 


BMX XXX 


Raunchier doesn’t necessarily mean better 






A Do well and you'll unlock FMV of 
instances where the improved flat- real Scores dancers. This one enjoys 


land tricks can actually be used. showing off her assets (ahem). 





ST) 











ther than Vice City, could 
there have been a more- 
hyped PS2 videogame 
this year? The subject of 
television debates, news 
radio discussions, and scores of mixed 
and emotional letters, Acclaim’s 
raunchy BMX XXX has quickly 
become one of the most talked about 
pieces of software in recent memory. 
Developed by the same squad that 
put together the excellent Aggressive 
Inline and chalk full of naughty adult 
material, the expectations and hopes 
were beyond high for this one. Too 


¥ Some of the firefights in Bounty Hunter are quite 
spectacular and capture the essence of the films perfectly. 





bad none of them were really met. 

To begin with, the PlayStation 2 
edition of BMX XXX has been edited 
down to a less controversial state 
than its GameCube and Xbox cousins. 
And while that’s no huge deal, anx- 
ious gamers who were waiting for 
topless girls will find themselves more 
than a tad bit disappointed. 
Additionally, the stage design is far 
inferior to Z-Axis’ previous BMX 
game, Dave Mirra BMX 2, especially 
in terms of rails and mission diversi- 
ty. To its credit, however, the limita- 
tions on bike physics have been 


lifted a bit and players can catch 
mad air as a result. The flatland 
tricks have also been improved to 
make for a much more entertaining 
ride between missions. 

But that’s the biggest problem of 
all in BMX XXx: the missions and 
their direction. While the sometimes 
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4 This is just one example of the raunchy custom 
riders you can create in the game’s editor. 








humorous challenges made us 
chuckle, their basic type remained the 
same. By the time all is said and 
done, the repetition led us to near- 
boredom. Once you look past the 
raunch, BMX XXX is a slightly above- 
average attempt at an extreme game 
and nothing more. JEREMY DUNHAM 
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A Part of Bounty Hunter’s great 
diversity is the ability to zoom in on whether he’s on land or in the air. 
opponents and snipe them. 


STAR WAR 


BOUNTY HUNTER 


Pa Tay 





A Jango can target enemies 


Either way, he’s a badass. 
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A Despite some framerate issues in 
the earlier builds, the final version 
runs much smoother than before. 


Now you can 
be a Fett... 
Jango, that is... 








tar Wars Bounty Hunter 
has come a long way since 
we first played it at E3 
2002. Faster, smoother, 
and better looking, the 
finished version of Jango Fett’s rise to 
prominence is a lot better than expect- 
ed. Taking place ten years before the 
events of Episode II, Bounty Hunter is 
LucasArts’ way of telling videogame 
players exactly how Mr. Fett came to 
be the inspiration for the clone army. 
Spread out over six worlds and 18 
levels, the diverse adventure has 
more puzzles and twists than your 
average action game. With a huge 


cast of recognizable characters and 
creatures from the Star Wars uni- 
verse, every hardcore fan in the 
galaxy will need to play through the 
game at least once, especially once 
they learn of the Industrial Light and 
Magic-created CGI cut scenes and 
the John Williams orchestral sound- 
track from Attack of the Clones. 

Our only two complaints (which 
turn out to be fairly big ones) are 
that the enemy Al is a dumb as a 
brick and that the majority of the 
stages you play through leave no hint 
as to what to do. Not so bad if that 
was the case now and again, but 


they’re problems that rear their ugly 
heads throughout the entire experi- 
ence. Don’t be surprised if you find 
yourself wandering aimlessly for 
hours because of the less than 
straightforward mission objectives, 
or blasting through apparently 
invincible beasts only to discover 
that they’re pushovers. 


Gripes aside, Bounty Hunter still 
brings plenty of clever puzzles and 
exploration elements to the table in 
conjunction with one of the best 
presentations around. Not the end- 
all, be-all of action games, but the 
adventures of Jango Fett are still 
worth a play through or two. 

JEREMY DUNHAM 
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GOOD 


Star Wars atmosphere, terrific ILM visuals, 
and a John William's soundtrack that will 
knock your socks off help to make Bounty 
Hunter a bona fide contender. 
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euphoric feeling that comes rarely in life.” 
Screenshots taken from PlayStation*2 computer entertainment system gameplay. 5 
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A Forget the inside game... master the shot meter and 
go for the three. It’s the only way to the Big Dance! 


ev Ne 
FOUR 2003 


n college hoops, if you’re not good 
eee to get into the NCAA Tournament, 

OUR ER) CITT MUTT eM ai (=1g 
also-rans in the NIT. It’s a pity that there isn’t an 
NIT in the videogame world though, because 
Final Four 2003 is definitely improved over last 
year. It just isn’t improved enough to be in the 
same league as March Madness 2003 or NCAA 
College Basketball 2K3. 

In terms of gameplay, Final Four plays 
quickly with plenty of fun dunks and open 
shots. But the gameplay is hampered by an 
outdated shooting meter. It’s an intriguing idea, 
but the meter is a little too easy to master 
(release slightly early rather than late and you'll 
still score) and it’s also a major frustration — 
under the bucket. When you try to dunk, your 
shot meter will occasionally (and unexpectedly) 
pop up and cause you to miss the easy lay-up. 

Graphically, Final Four moves smoother than 
EA's March Madness and that’s a major plus. 
However, the animations are unexciting and 
often slow down the action (especially the 
sluggish short passes). Because of this, Final 
Four doesn’t look nearly as good as Sega’s 2K3. 
The Al is also a major problem. Your team- 
mates often stand idle and the other team does 
wacky things (like pass up an unguarded shot 
while under the hoop or just stand around and 
dribble for no reason). 

The menus and navigation are a mess, the 
dynasty mode is hampered by a scouting 

_ system that’s confusing and too predictable, 
and for heaven’s sake why did they include a 
_ quickplay option that chooses two random 
teams? Who plays a sports game and doesn’t 
_ want the option to pick their team? It’s 
_ mistakes like this that have us wondering 
whether or not the game designers care about 
their product. Little fixes in these and other 
_areas could have made this a competitive 
game... maybe next year it will be. 
eP Selrlscd 
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game needS a whole lot 
more improvement. 
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bland, generic look about it. 


HAVEN: 
CALL OF THE KING 


form/action-based title, Midway’s 

Haven: Call of the King is driven by a 
mission-based structure. There's nothing wrong 
with that, as long as the objectives are some- 
what clear, straightforward and enjoyable. In 
most cases, though, this game challenges you 
with objectives that are generally unexciting or 
that go on for far too long. Even worse, in 
some instances, you'll find yourself wandering 
around trying to figure out what to do next. On 
the good side, you don’t feel like you're doing 
the same thing over and over again. 

Haven’s “FreeFormer” engine was created 
to allow a broad variety of gameplay elements 
to exist together. That’s how the developers 
were able to include varied racing sequences, 
puzzle/platform challenges, a combat/shooter 
system and a large, but connected world and 
have them all work together seamlessly. In 
theory, this is a great idea. However, when each 
individual element is average at best, the 
whole definitely ends up as less than the sum 
of its parts. The only thing that really saves it is 
the fact that the game manages a solid 6Ofps 
most of the time. Other than that, virtually 
everything has been done better before. 

Another unfortunate thing is that the char- 
acter designs are ultimately bland and generic. 
There are very few characters that are likable 
or memorable. The sad fact is that this generic 
feel tends to flow across the whole game and 
infect almost everything you see. 

Environments, while impressively large, look 
so basic in their designs and do little to provide 
any unique aspects that haven’t been seen 
before. Everything just looks dated, especially 
when compared to the current crop of PS2 
titles out there. If Haven was released in 2001, 
we might have viewed it a bit differently. As is, 
it’s ended up an ambitious title that could have 
benefited from a lot more development time. 

STEPHEN FROST 


PSswvi eet While fairly enjoy- 


able, Haven is too generic in 
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A s with pretty much any other plat- 


its design. Everything here 
ECM ee ttle 


30 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #67 JANUARY 2003 / www.psmonline.com 





PUB ACTIVISION | DEV TREYARCH | MAX PLAYERS ONE | RATED TEE 


A One of the more interesting aspects is the ability to 
throw enemies through furniture, windows, and more. 


MINORITY 
REPORT 


n the future, murder is a crime that can 
fe longer be committed. Psychically pre- 

MUM EN Meee Cy TiC 
PreCrime that stops it before it can happen, 
homicide is nothing more than a memory. But 
NVA LMM ASK NVC aera SMA Cola ran el at 
the ability to see into the future wasn’t always 
correct? And what if people who were being 
accused of pre-murder were, in all actuality, 
completely innocent? 

That's the premise behind Treyarch and 
Activision’s homage to the Steven 
Spielberg/Tom Cruise action vehicle, Minority 
Report. A loose interpretation of the conspira- 
cy-oriented chase film, Minority Report has 
plenty of things going for it. As not only does 
the game feature over 40 huge levels and 
plenty of fighting techniques, weapons, and 
gadgets, it’s also running on the exact same 
engine that Treyarch used to power this sum- 
mer’s best movie-game, Spider-Man. 

Of course, there have been plenty of 
tweaks to make Minority Report more realistic 
than Spidey, including character skeletons that 
react just as they would in reality. Flailing 
Lda coley=l AM CAML ers AIIM nI COLE eA aM TNLe Ce) Hele} 
bumping into other characters, the models 
themselves have terrific reactions. Sadly, the 
rest of the game doesn’t fare quite as well. 

Repetitive above all else, the majority of the 
stages play out almost identically: kick butt, run 
away, kick butt again, run away again, repeat, 
and so on. To make matters even more trou- 
blesome, players can use the same limited 
Paney (=m Co) o)colelt Corel Aen exci CLteMcydoielg(claleca-la el 
almost always win their battle. What’s the use 
of having all these extra moves if you don’t 
need to use them? y 

A weekend rental at best, Minority Report 
Peco ICe SM NaN Lr Reg IRC TANS aay escent 
demanding casual gamers. It’s not a bad game 
exactly; it just didn’t live up to its potential. 
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Look for this icon on SOCOM U.S. Navy SEALs and other PlayStation. 2 games with online capability. 
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A Let’s see: should you go with the 
kind-hearted, sizzling hot babe, or 
the annoying photographer-guy? 


DISASTER REPORT 


Shaking loose from boring game designs 


ity is mostly deserted, but A “Yeah, sure Bill, I’ve got that 
you'll meet a few additional sur- 
vivors, who may need rescuing. 


A The ci 





SS 


review done. I'll just grab it off my 
desk... aw, nuts!” 
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A The city is constantly falling 
down around you. Timber! 













his unusual title distills 
the “survival horror” 
genre into simply “sur- 
vival”. You play a journal- 
ist stranded in a city that 
has been practically flattened by a 
massive earthquake, and which con- 
tinues to shudder with aftershocks. 
Thus, you find yourself struggling to 
make your way through the wreck- 
age, dodging crumbling skyscrapers 
and seeking out other survivors on 
your way to the evacuation point. 
Gameplay itself is both compelling 


a 


‘A The tracks are suitably b 
and offer plenty of thrills. 





a 
lumpy 









and surprisingly tense, because every 
step you take could be your last. 
You'll constantly find yourself caught 
up in vulnerable situations, like 
tightrope walking along a girder 80 
feet up in the air when an aftershock 
hits, or running across a baseball field 
as huge pieces of the stadium's 
domed ceiling plunge to the ground. 
The downside to this unique expe- 
rience is that even though there are 
multiple endings, the game lacks 
strong replay value. Also, overall pro- 
duction values are a bit low budget. 


The engine pushes plenty of poly- 
gons, but colors and textures are 
bland and the lighting is just awful. 
Finally, your items seem under- 
utilized; for example, your crowbar 
can only pry open one thing in the 
game, despite the fact that there are 
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plenty more occasions when using it 
would make sense. In this post-GTA /I/ 
world, we'd appreciate a little more 
open-endedness. Overall though, this 
is a very fun, totally unique game, and 
we applaud Agetec for bringing it to 
the U.S. ERIC BRATCHER 










GOOD 
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premise. Its only weaknesses are limited 
longevity and bland graphics. 





A Tricks look cool, but they also 
reward you with precious points. 






A Want a real thrill ride? Play from A Stadium and checkpoint based 
the excellent first person view. 





races really help to add variety. 














here are two types of 
videogame sequels: 
upgrades and thoroughly 
re-tooled follow-ups to the 
original game. In the case 
of ATV Offroad Fury 2, what we've 
gotten is the former—a 
game with more tracks, 
modes, and polish than the 
first, but still very similar 
under the hood. Thankfully, 
when you're working from 
one of 2001’s best racers as your 
starting point, that’s not a bad thing. 
ATV Offroad Fury 2 controls every 
bit as well as its forerunner; the ATVs 
bounce, jump, and corner just as 
you'd expect them to, and the “pre- 
winding” system used for setting up 





long jumps is back. I’d have hoped 
for the handling physics to be a bit 
more realistic, given the time elapsed 


fun mini-games and 
online play. Similar 
to Crazy Taxi’s 


since the original, but it’s still some “Crazy Box” 
of the best feeling control in the mode, there 
genre. Graphics are another element are chal- 
that hasn't been dramatically lenging skill- 
improved from the based mis- 


previous game, but, as 
with the control, 
things were already 
good to begin with in 
this department. 

Nuts and bolts aside, those 
people who liked the first game, but 
wanted more extras, will go nuts over 
this year’s offering. Not only are 
there more ATVs, tracks, and options, 
but the game also delivers plenty of 


sions, but also goofy side- 
modes, such as ATV ice hockey. 
They're all very good fun. The 

four-player online mode is lag-free 
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replay value. 
All told, there’s enough to 
this sequel to please 
fans of the first game 
and make it a solid 
addition to PS2’s 
racing roaster. 
RANDY NELSON 


A The game features lots of licensed ATVs 
and gear to help boost the realism quotient. 


VERY GOOD 


SUR SM metres A 
eR RR eee ee) ea 
trol, it makes up for that with good new 
courses, fun mini-games, and online play. 
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television Series and features voice-overs 
by Jessica Alba and Michael Weatherly, 
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. : . Mature Sexual Themes 
, , Mild Violence 








Surviving an alien assault. Easy. 
Getting this woman into a hot tub. \ 
Not’so easy. 





TEAS 











A The game is fairly nice to look at, but you've played 
most of this before, and it was better the first time. 


HARRY POTTER 


AND THE CHAMBER 
OF SECRETS 


his is the first Harry Potter-licensed 
i; game available for PlayStation 2. 

Unfortunately, it’s very focused on 
appealing to a broad, mainstream audience and 
also feels a bit rushed, so it doesn’t offer much 
for serious players. 

Take, for example, the visuals. Polygon 
counts are high, and animations and textures 
are often beautiful. However, the trade offs are 
a tragically erratic framerate, frequent clipping 
and collision issues, and load times that are 
both too long and way too frequent. Another 
strange weakness is the storytelling, which 
glosses over key events and explains itself so 
poorly that if you don’t know the story already, 
you might not figure it out. Of course, 99% of 
Earth’s population has read the book, seen the 
film, or both, so this is a minor—but still frus- 
trating—gripe at best. 

Gameplay itself mostly involves creeping 
around Metal Gear-style after curfew, flying 
through floating rings in Pilotwings-style 
Quidditch matches, and occasionally earning 
new spells by traversing Tomb Raider-style trial 
vaults complete with enemies and rudimentary 
puzzles. However, there are also gnome-tossing 
mini-games, duels with both other students and 
a few big bosses, and optional quests to help 
your hopeless friend Neville find everything 
he's lost (which is basically everything he owns). 
It’s fairly fun, too. 

The trouble is, HPatCoS just isn’t very 
ambitious. You've done most of this before, 
and it was done better then, too. Plus, there’s 
a severe lack of fine-tuning throughout the 
entire game (particularly the rudimentary 
target locking and the twitchy flight controls). 
The Potter universe is still great fun, and none 
of it’s necessarily awful. It’s simply too basic, 
too derivative, and too haphazardly constructed 
to make the game truly appealing to most seri- 
ous PS2 gamers. 
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RALLY FUSION: 


RACE OF CHAMPIONS 


hough Rally Fusion: Race of Champions 
T= been in development for years and 

has been through numerous changes, 
the final result is an interesting culmination of 
variables. The game boasts high production 
values and offers an excellent assemblage of 
play modes, but it’s only a slightly better than 
average rally racing game. 

Climax’s history is thick with racing games, 
especially off-road titles, so it knows the ins 
and outs of making those sorts of games. But 
Rally Fusion doesn’t dig as deep with its 
physics engine as, say, V-Rally 3 or Colin McRae 
Rally. \t’s lenient, arcade-like, and generally 
friendly as rally games go. Which means two 
things: It’s easier to come to grips with, but as 
a result, it’s a shallower play. And while the 
extra modes of play broaden the game’s 
appeal, they never deepen it. 

Sporting 20 licensed cars, including 
Peugeots, Toyotas, and Saabs, plus 20 courses 
from across the planet, Rally Fusion enables 
players to race against the clock in some races, 
while pitting them against Al cars in others. 
The variety of races is solid: There are rally 
cross challenges, hill climbs, checkpoint races, 
relays, Elimination, and Follow the Leader 
(maintain your “health” meter by staying in 
first place). 

Visually, the game is as sharp as a tack. It 
boasts a generous and excellent damage 
model (doors, hoods, fenders, and more get 
destroyed and break off), great special effects, 
such as rain on the windshield, dirt, dust and 
mud accumulating on the cars, heat and blur 
effects, and detailed backgrounds. Quite an 
assortment of impressive effects indeed. 

So, Rally Fusion ends up falling in between 
the arcade stylings of EA's Shox and the more 
realistic feel of Colin McRae. \t has more tracks 
and modes than most other rally titles out 
there, but never gets too deep that novice 
gamers should be afraid of drowning. 
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A The thrilling solar surfing levels show that Bizarre 
Creations has made the most of the movie license. 
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the poorhouse, but good gameplay 
doesn’t necessarily go hand- in-hand. Treasure 
Planet by Bizarre Creations (maker of PS2’s 
Fur Fighters and Project Gotham Racing for 
Xbox) is refreshing in many 
respects. Not only has the 
developer put honest effort 
into translating to gameplay 
the action and environ- 
ments of Disney’s Robert 
Louis Stevenson novel re-envisioning, but also 
it has achieved the control and variety of other 
Sony-published platformers, like Jak and 
DTopan-lar-laleW celta sme 16h 611).e 
In terms of convention and control, Treasure 
Planet immediately evokes memories of Jak 
and Daxter. Playable character Jim Hawkins’ 
animations, double-jumping, and punch and 
kick attacks are almost spot-on with Jak’s, 
while the swiveling camera, collection and the 
health systems are the same. Instead of using 
various types of eco to gain special abilities, 
your Clank-like sidekick, Morph, shape-shifts 
into bionic arms, a “helping hand” (for activat- 
ing levers), a jet pack, glider, speedy shoes, 
etc., for specified time periods. There are 
several types of J&D-style mini-games, like 
using a giant cannon, and Jim's speedy solar 
sailor: it looks like a windsurfer, but grinds rails 
and performs basic tricks, like spins and a grab. 
Finally, the progression is neatly tied 
together with typically four missions (one 
involving the solar sailor) in each area: Planet 
Montressor, Crescentia Spaceport, Treasure 
Planet, RMS Legacy, and the Centroid of the 
Mechanism. Open enough portals (like collect- 
ing J&D’s power cells) and you can progress to 
a new area. One complaint is the scarcity of 
projectile attacks, but Bizarre Creations has 
made the most of the film’s license. 
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The fates of three opposing heroes are forever altered in a battle that will determine the destiny of the entire land. 
Uncover the 108 Stars of Destiny, create a homeland castle town, 
discover the secrets of the 27 True Runes, and save the world from destruction. 


Mild Violence 
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4 It’s easy and fun for a spell, but nothing new—though 
that can sometimes be exactly what the doctor ordered. 


SPYRO: 
YEAR OF THE 
DRAGONFLY 


PMA) m mall Lael 
i Insomniac Games, Spyro is now in the 

hands of developers Check Six and 
Equinox. Universal Interactive, not Sony 
Computer Entertainment America, now publish- 
es it, and it’s made the leap from PlayStation to 
PlayStation 2. Given all those drastic exterior 
changes, the series has, surprisingly, remained 
largely unchanged. 

But then again, Universal's Spyro: Enter the 
Dragonfly doesn’t seem intended to be an 
ambitious title. This year’s Spyro looks only 
slightly better than Spyro: Year of the Dragon, 
and plays exactly like it, and for that matter, any 
of the Spyro games. As platformers go, Spyro 
has always been entertaining, giving players a 
cluster of cute, funny characters, a great set of 
moves, and dozens of mini-games. 

This year’s effort follows the core set of 
principles and expands on them. Spyro can now 
climb up specifically designated cliff sides, he’s 
got different kinds of dragon breath—fire, elec- 
tric, ice and bubble—and the mini-games have 
expanded exponentially. The bubble breath is 
interesting because it’s meant to capture, rather 
than attack, the 100 lost dragonflies Spyro 
needs to collect, and the variety of breath 
attacks does bring a slight variation in game- 
play. Spyro can also pilot a good handful of 
vehicles, including the Mantaray, a UFO, tank, 
plane, and more. 

Visually, Spyro is underwhelming. Despite 
the neat bending rows of grass and corn and 
the always-excellent particle system, Universal’s 
game looks like a high-res version of its 
PlayStation brethren, but actually runs slower. 
The soundtrack has mellowed a bit from the 
Stewart Copeland days, but it’s still good. In the 
end, Spyro: Enter the Dragonfly is simply a 
decent been-there-done-that platformer. 
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DARK ANGEL 


he idea flow in the videogame industry 
T: fascinating. Sometimes developers 

conceive ideas simultaneously, result- 
ing in, say, the third-person perspective of 
Tomb Raider and Super Mario 64. Or they see 
an idea in a movie and incorporate it into a 
game—such as the Matrix, which gave us Max 
Payne’s and Dead To Rights’ “bullet time” Then 
there are games that simply copy those tech- 
niques. Dark Angel one of those games. It’s 
middle-of-the-road action title with Matrix-like 
effects and bullet time of sorts, which results in 
an average experience with lots of flash. 

Based on James Cameron's cancelled TV 
series, Dark Angel features the voice talent of 
it’s star, the pouty-lipped Jessica Alba, and 
focuses its storyline on the unending search for 
the scientists who made her the sultry super 
soldier she is. The game is lightly story driven, 
if that, but really focuses on action: punching, 
kicking, and many variations thereof, to be 
more specific. 

As the leather-clad Max Guevera/X5-452, 
your move list reads like the features from a 
slew of other similar games. Max sneaks 
against walls and stealthily breaks necks, like in 
Metal Gear Solid. The rage meter (countless 
other action games have this feature) enables 
her to vent a fearsome set of combinations, 
while the Matrix-style bullet time feature is a 
randomly initiated effect that slows time, but is 
mostly for looks. 

The effects should fool no one, though. 
Radical’s game is Streets of Rage with a hot 
chick in tight clothes, Golden Axe with a TV 
license, Double Dragon with difficult camera 
angles. After the initial flash of cool effects 
wears off, Dark Angel is, simply put, an exercise 
in endless button mashing. 

There's nothing terribly wrong with that, but 
it gets old quick. Weapons are thrown in (stun 
gun, tonfa) along with some rough stealth- 
based missions for good measure, but Dark 
Angel's repetition wears too heavily in the end 
to elevate it alongside the genre’s best. 

DOUG PERRY 
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A Swap in the original game and old heroes can throw 
down with new in this quasi-expansion pack. 





DYNASTY 
WARRIORS 3: 
yi eta 


hile Dynasty Warriors 3: Xtreme 
WM cen isn’t exactly a new game, it 

is one of the coolest budget titles 
around. After the international success of the 
original version, Koei chose to produce a sort 
of expansion disc with extra content, giving the 
game some new features to help sell it along- 
side the low price. 

The big addition in Xtreme Legends is new 
Musou Mode storylines for the hidden charac- 
ters from the original game. Heroes like Lu Bu 
never got to show their stuff in the story-driven 
main game mode, since in reality they were 
footnotes to history (or fiction, depending on 
how liberally you want to interpret the histori- 
cal accuracy of the Romance of the Three 
Kingdoms). Here, they get their due in the form 
of more involved stories and extra cinematics. 
There are also new unlockable weapons, an 
editor for customized support troops, and 
other odds and ends for fans. 

The game still plays as before: straightfor- 
ward action with a dash of strategy. The same 
problems persist, like questionable camera 
direction and repetitive enemy encounters, and 
the same appeal remains as well: the fun of 
charging through a massive battle. Those who 
played, enjoyed, and put away the original ver- 
sion of Dynasty Warriors 3 shouldn't feel as if 
they're missing a great deal. 

It’s also not the best introduction to the 
series, since it doesn’t include the Musou Mode 
stories for the original cast; the original 
Dynasty Warriors 3 disc has to be swapped in 
to play those with Xtreme Legends’ original 
features. The two together still probably 
wouldn't cost that much, though, and die-hard 
fans of the series will naturally get their 
money’s worth. This game should be more 
than enough to tide them over until Omega 
Force finally delivers Dynasty Warriors 4. 
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PUB UBI SOFT | DEV DISNEY INT. | MAX PLAYERS ONE | RATED EVERYONE 


DISNEY’S PK 


jee effort since Ubi Soft’s 





Donald Duck Goin’ Quackers, Disney’s PK 
ports entirely solid platforming 

mechanics and a cel-shaded look that seems all 
the rage. Donald »- — : 
Duck's super- 
hero alter-ego 
CINTA te | 
chos kineticus”) see 
a elisa dal 
invading 
Envronians pri- 
marily with the 
Pelee SOM nah 
an upgradeable wrist-mounted weapon and plat- 
forming apparatus. A quality target-lock system 
helps you easily dispense of the many enemy 
Ln/sl=icyake] fa) iigted Mel icelecytel ana liarercimeciae A =laN) 
straight-forward. 

The few faults include the occasionally 
disorienting camera, and a first-person view that 
you Can use in certain areas only. Also, the game 
is short, as it was designed for a younger set. 
With strong similarities to Klonoa 2 and Ratchet 
& Clank, Disney’s PK is a simple, short, yet fun, 
platforming romp. -TL 


te Si GOOD More discerning PS2 
aad PCM erg 


ony’s Ratchet & Clank or SI 
aT Vata = 4 if 


Cooper, as PK is short. 
EW aaa mae RMU Rac 


Proc cms “Tsukuru” titles cover multi- 


4 Donald, the most irate of Disney 
characters, takes on the final boss. 


ple genres, but they all share one con- 
stant: you get out what you put in. 
Fighter Maker 2 is another example; a powerful 
Creation tool for building 3D fighting games. Its 
interface is basic and unpolished, and its detailed 
animation editor can be maddening, but a dedi- 
cated few will find it a rewarding experience. 
While the game includes stock characters, the 
point is to make your own fighters, a substantial 
undertaking. The cosmetic editor is nothing too 
complex, despite nagging bad habits (it can erase 
your work if you're not careful). Designing maneu- 
vers, however— editing animations, customizing 
damage, setting priority—is a painstaking effort 
that yields results only after considerable effort. 
For those who've thought they could build a 
game with the 9 : 
right tools, this is 
a fine toolbox. 
_ Aspiring fighter 
makers are 
warned, 


























though—it's also = 
an unforgiving 
school. -DS _ 
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P(e Cm tm iets 
| game, if you have what it takes... 


GOOD A no-frills tool kit 
with little flash and a lot of 
power. Novices should steer 
clear, however. 
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CONFLICT ZONE 


Reece strategy games are a staple of 
























PC gaming, and console owners just 

don’t know what they’re missing. And 
if Conflict Zone is any indication of the future, they 
may never find 
out. 

For starters, 
Conflict Zone’s 
control scheme 
is mind bog- 
glingly complex. 
The camera 
control is diffi- 
cult to use and 
the button layout requires a PHD to master. This 
type of game was originally created with a mouse 
and keyboard in mind, but there has to be a bet- 
ter solution for console gamers than this. 

In terms of gameplay, Conflict Zone does offer 
some inventive new ideas. Most notable is the use 
of the press. You not only have to beat the enemy, 
but you also have to look good for the public. 
Unfortunately, the rest of the gameplay lacks the 
creativity and rewarding design that makes great 
strategy games so addictive. It looks as if console 
Strategy fans are still out of luck. -DE 
[SET  TI 
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play ensure that this will be 
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A There's some innovation here, but 
it’s hampered by clunky control. 





thrown on the pile of forget- 
table strategy games. 
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Js parking brake had been applied to 
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Driver comes along. This descendent of 
Codemasters’ TOCA racing series shakes up the 
norm by fusing a well done story mode with the 
touring car racing action—a feat that few racers 
before it have managed. You take on the role of a 
driver with an actual personality, goals, and even a 
love interest—all of which make each race hold 
more importance. Apart from the superb career 
mode, the game also offers up plenty of licensed 
cars, solid visuals, excellent handling, and some 
truly impressive collision physics/damage. It plays 
more like an arcade racer than a sim, but that 
seems more fit- 
bilareaytiamiaals 
Hollywood sto- 
ryline. We highly — 
recommend this 
for those of you 
seeking that 
next high-speed 


F fs and other racers will 
rene ath A Hitting walls and othe 2 


really mess your touring car up. 
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DRAGON BALL Z 


EV) mM IC MMNUT Merck) lated ey 
a cde (ites iia aca rey ayaa 
they’re happy. It must be said, however, 
that Dragon Ball Z: Budokai is a poor 3D fighting 
game, behind E 
the curve in 
every area and 
cursed with 
severe control 
issues. DBZ it is, 
but a decent 
Hifedai(cleni ere (ga 2 se f 

In recreating % Yes, this is a PlayStation 2 game... 
the action of the mo: Ser lousy 
cartoon show, the developers have gone the easy 
route, implementing automatic special attacks 
rather than an effective combination system. 
Further undermining the limited move sets are 
hideously cheap exploits: free hits on downed 
opponents, easy ring outs, and much more. It’s like 
all the worst points of Psychic Force and Marvel Vs. 
Capcom rolled into one. 

If you want DBZ, here it is. Jobal 2 was a bril- 
liant game touched by Toriyame’s pen, though, and 
it delivers better graphics than Budokai in the bar- 
gain. Please, go play that instead. -DS 
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Tae escn cul 
license and nothing else, 
17a TT (CU ea 
quality fighting action. 
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ZAPPER 


f you think you've seen this game before, 
for right. Replace “Zapp” with “Frogg,” 
and think back to when Infogrames still 

held the license to the classic arcade game. Yes, 
this is a bald-faced rehash of the top-down 
Frogger action game, with an electrified cricket in 
the place of the legendary amphibian street pizza. 

Zapper presents the missing link between puz- 
zle and action gameplay, since it demands some 
basic platforming skills in between figuring out a 
way through the shifting terrain of the levels. It 
Offers little challenge to followers of either school, 
though, and hence few compelling reasons to 
keep playing. The level designs are limited, repeti- 
tive, and visually uninspiring, while Zapper has all 
the personality of a last-minute stand-in. 

The fall of 2002 will see some brilliant revivals 
of classic action See ; 
franchises— : 
Contra and 
Rygar included. 
Do yourself a 
favor: try any of 
those before 
giving Zapper a 
go. -DS 
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expect. There are many 
better action games to try. 
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SCOREBOARD 


Dont buy a game uniil you check here first! 





CURRENT RELEASES 


Lt=iH iY [ela i) Game Name Score Genre 10) 0) lg ELT T=) 0 

66 Jan-03 Contra: Shattered Soldier Shooter Konami Fine shooting action served straight, no chaser. And, if you want the best ending, 
three continues is all you get. The tradition continues in fine style. 

66 a F-]p Os} Dead To Rights ts} Action Namco Any fan of double-fisted pistols owes it to themselves to dive into a crowd of 
angry clowns. 

66 Jan-03 Dr. Muto 7 ‘| Platformer | Midway Surprisingly fun, but the collection aspect of this game tends to take away from 
the overall experience. 

66 Blanes} FIFA 2003 8 Sports EA Sports FIFA 2003 took a step in the right direction, but the framerate troubles 
are disappointing. 

66 Jan-03 Grand Theft Auto: Vice City Action Rockstar A very worthy sequel to one of the biggest and best games ever. If Vice City 
showed more true innovation, and wasn’t quite as rough around the edges, we'd 
give it a 10. 

(s}6) Jan-03 James Bond 007: NightFire if Nate) yy Leelee V=}ecl rey lela geome a stl Keehn Uo cla<(ateaat=ia 


compared to today’s top FPS, like Medal Of Honor Frontline or TimeSplitters 2. 


66 Jan-03 Jet X20 Racing Sony CEA Stupendously average extreme sports wave racing. It's more of a rental than an 
actual purchase. 





66 alarm Oe} LOTR: The Fellowship Of The Ring SoS a1 211 0 (daa 6, Ue] 0) ae Toa =o aso SM cl<erse MAME UTe Reon Men cHeEN sl Uta Cae cna] ge] 
generic missions. 

66 Jan-03 LOTR: The Two Towers 7 Adventure | EA While certainly visually impressive, EAs Tolkien tribute suffers a bit from 
unbalanced levels, an occasionally problematic camera and unskippable cinemas. 

66 Bria} Marvel Vs. Capcom 2 Ii arnt Capcom The bars and sprites take away from the visual appeal. Also, the gameplay can 
get a bit frantic. 

66 Jan-03 Mortal Kombat: Deadly Alliance 8 Fighting Midway Gameplay innovations, a unique combo system and a well-designed training mode 
propel Deadly Alliance to one of the top positions in the genre. 

66 Bla Os} NASCAR: Dirt To Daytona ts} Racing Infogrames — Substance over style is the philosophy behind this game—it’s for like-minded fans. 

66 Jan-03 NHL 2K3 8 Sports Sega Sports | If a few problems can be solved, then Sega's series is going to become a 
serious contender. 

66 Bla 0s) NHL FaceOff 2003 6 — Sports Sony CEA While it’s okay for casual hockey fans, purists should stick to EAs NHL series or try 
Sega’s NHL 2K3. 
















66 








Jan-03 RAD: Robot Alchemic Drive 8 | Action Enix RAD is a niche title, but it’s a really good one. Giant robots have never felt so 
huge and real. 


66 Jan-03 Reign Of Fire 6 Car Combat Bam! The action in this game is somewhat undercut by loose control. Depth and 


gameplay variety remain. 
Jan-03 Rocky 7 ‘| Fighting Infogrames 


66 Bela Os] Rygar: The Legendary Adventure 8 Adventure ‘Tecmo Aside from having to wrestle with the camera, Rygar has wonderful environments, 


lots of bosses, a unique weapon, and a classic quest, making for a truly 
Jan-03 | Suikoden I er Konami 
03 8 ay 


epic adventure. 
66 Jan- Tiger Woods PGA Tour 2003 Sports 



















66 The control and gameplay aren't great, but they're good enough for fans of 


the license. 












66 





Phenomenal storyline smoothes over some of the rougher combat-related and 
technical flaws to create a wonderful experience for RPG fans. 






While not as intuitive as Hot Shots 3, there is more depth and variety of 
gameplay here. 











66 Jan-03 Tony Hawk's Pro Skater 4 Sports Activision Neversoft continues to expand its series in _ ‘ 
new directions, while its fundamentals remain p f%, 
among the best. Never mind the Iron Maiden on yy 


the soundtrack. 


66 Blo 0} WWE SmackDown: Shut Your Mouth! ts] Wrestling THQ Shut Your Mouth has been polished into being the best 
of the series, but if you've played Smackdown ; 
one through three to death already, this one . wy 















TEVA eOln ene ps : 
66 Jan-03 Wreckless: The Yakuza Missions 7 Driving Activision Wreckless is a good time; just remember it was made * 

to be a wild, arcade-style game, not a sim. wpe 
(Js) arian es) X-Men: Next Dimension 6 Action Fa UST) A) Poor collision detection keeps this title a step below Tekken : 


and Virtua Fighter. 


> Tony Hawk’s Pro Skater 4 continues to push the 
envelope in the skateboarding genre. 
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64 | Nov-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
63 | Oct-02 
62 | Sep-02 
62 | Sep-02 
62 | Sep-02 
62 | Sep-02 
62 | Sep-02 
62 | Sep-02 
62 | Sep-02 
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Blade II 

BloodRayne 

Burnout 2: Point Of Impact 
DDR Max 

Defender 

Document of Metal Gear Solid 2 
Evolution Skateboarding 
Hitman 2: Silent Assassin 
NASCAR Thunder 2003 
NBA 2K3 

NBA Live 2003 

NBA ShootOut 2003 
NBA Starting Five 

NHL 2003 

Ratchet & Clank 

Red Faction II 

Shinobi 

Shox 

Silent Scope 3 

Sly Cooper & Thievius Raccoonus 
Superman 

Terminator: Dawn Of Fate 
Whirl Tour 

hack 

Commandos 2: Men Of Courage 
Conflict: Desert Storm 
Disney Golf 

Dual Hearts 

Dynasty Tactics 

Ferrari F355 Challenge 
Grandia Xtreme 

Legaia 2: Duel Saga 
Mobile Suit Gundam 
Myst Ill: Exile 

NHL Hitz 20-03 
Robotech: Battlecry 

Run Like Hell 

The Scorpion King 

Sega Bass Fishing 

Sega Soccer Slam 

Sub Rebellion 

Summoner 2 

Super Bust-A-Move 2 
The Thing 

TimeSplitters 2 

Tribes Aerial Assault 
Turok: Evolution 

Ty The Tasmanian Tiger 
Wild Arms 3 

Armored Core 3 

Dino Stalker 
GameBreaker 2003 
Gungrave 

Kelly Slater's Pro Surfer 
Kingdom Hearts 

NCAA Football 2K3 

NFL Gameday 2003 
Need For Speed: Hot Pursuit 2 
Ninja Assault 

Pac-Man Fever 

Riding Spirits 

Socom: U.S. Navy Seals 
Street Hoops 

Tekken 4 

Barbarian 

Capcom Vs. SNK: Pro 

Fl 2002 

Madden NFL 2003 

Mat Hoffman’s Pro BMX 2 
Men In Black II 

Mike Tyson Heavyweight Boxing 
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Dec-01 
Nov-01 
Oct-01 
July-01 
Nov-00 
Dec-02 
Dec-02 
Dec-02 
plex 0p 
Dec-02 


Lapses AIS ae 

MGS 2: Sons Of Liberty 
Tony Hawk's Pro Skater 3 (PS2) 
Beau aaa] 

Madden NFL 2002 (PS2) 
Gran Turismo 3 

SSX (PS2) 

Burnout 2: Point Of Impact 
DDR Max 

Eye) 

NBA Live 2003 
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Action 
Action 
Racing 
Dancing 
Shooter 
Document 
Sports 
Action 
Racing 
Sports 
Sports 
Sports 
Sports 
Sports 
Platform 
Action 
Action 
Racing 
FPS 
Action 
Action 
Adventure 
Sports 
RPG 
Strategy 
Shooter 
Sports 
RPG 
Strategy 
Racing 
RPG 
RPG 
Action 
Adventure 
Sports 
Shooter 
Horror 
Action 
Sports 
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Action 
RPG 
Puzzle 
Horror 
FPS 
FPS 
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Platform 
RPG 
Action 
Light gun 
Sports 
Action 
Sports 
RPG 
Sports 
Sports 
Racing 
Lightgun 
Party 
Racing 
Action 
Sports 
Fighting 
Action 
Fighting 
Racing 
Sports 
Sports 
Action 
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Pie 
Action 
Sports 
Action 
ere} 
Racing 
Snowboard/Race 
Racing 
1B Tea's 
Sports 
Sports 
Platform 


Activision 
Majesco 
Acclaim 
Konami 
Midway 
Konami! 
Konami 
Eidos 

EA 

Sega Sports 
EA Sports 
989 Sports 
Konami 
EA 

Sony 

THQ 

Sega. 

EA 
Konami 
Sony CEA 
Infogrames 
Infogrames 
Crave 
Bandai 
Eidos 
Gotham 
EA 

Atlus 

Koei 

Sega 

Enix 

Eidos 
Capcom 
Ubi Soft 
Midway 
TDK 
Interplay 
Universal 
Sega 

Sega 
Metro 3D 
THQ 

Ubi Soft 
Universal 
Eidos 
Sierra 
Acclaim 
EA 
Square 
Agetec 
Capcom 
989 Studios 
Sega 
Activision 
Square EA 
Sega 

989 Sports 
EA 

Namco. 
Namco 
Bam! 

Sony CEA 
Activision 
Namco 
Titus 
Capcom 
EA Sports 
EA Sports 
Activision 
Infogrames 
Codemasters 
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Electronic Arts 
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NCAA Football 2003 
NFL 2K3 

NFL Blitz 20-03 
Onimusha 2 

Sega Sports Tennis 
Aggressive Inline 

C12: Final Resistance 
Endgame 

Fireblade 

MLB Slugfest 20-03 

The Mark Of Kri 

Romance Of The Three Kingdoms VII 
Sky Gunner 

Stuntman 

FIFA World Cup 2002 
Freekstyle 

GTC Africa 

Medal Of Honor Frontline 
Scooby-Doo: Night Of 100 Frights 
Spider-Man: the Movie 
Test Drive 

UFC Throwdown 

Way Of The Samurai 
Dropship: UPF 

Dance Dance Revolution Konamix 
Headhunter 

Lethal Skies 

Rayman Arena 

Red Card Soccer 20-03 
The Italian Job 

Transworld Surf 

Wipeout Fusion 

Army Men RTS 

Blood Omen 2 

Deus Ex: The Conspiracy 
Ecco The Dolphin 

ESPN NBA 2Night 2002 
Eve Of Extinction 

Herdy Gerdy 

Mad Maestro 

Mister Mosquito 

Savage Skies 

Smash Court Tennis 

Star Wars: Jedi Starfighter 
State Of Emergency 
World Rally Championship 
Fatal Frame 

Hot Shots Golf 3 

King’s Field: Ancient City 
Knockout Kings 2002 
NFL Blitz 20-02 

Pirates: Black Kat 

Sled Storm 

Star Wars: Racer Revenge 
Triple Play 2002 

Virtua Fighter 4 

AirBlade 

ESPN Winter Sports 2002 
High Heat Baseball 2003 
March Madness 2002 
MotoGP 2 

No One Lives Forever 
Pac-Man World 2 

Tiger Woods’ PGA 2002 
World Tour Soccer 2002 
Dragon Rage 

Drakan: The Ancients’ Gate 
Gitaroo Man 

Grandia II 

Jade Cocoon 2 

Legends Of Wrestling 
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TimeSplitters 2 

Need For Speed: Hot Pursuit 2 
Madden NFL 2003 
NCAA Football 2003 
NFL 2K3 

pNeyeltecwiyy om B89 

Deus Ex: The Conspiracy 
eelesnelcn ere ies) 

Virtua Fighter 4 

Maximo: Ghosts To Glory 
Jak And Daxter 

Sega Sports NFL 2K2 


These are the games that you've GOT to get your hands on! 








Sports 
Sports 
Sports 
Action 
Sports 
Sports 
Action 
Light Gun 
Action 
Sports 
Adventure 
Strategy 
Action 
Driving 
Sports 
Racing 
Racing 
FPS 
Action 
Action 
Racing 
Fighting 
Action 
Action 
Music 
Action 
Action 
Party Game 
Sports 
Driving 
Sports 
Racing 
Strategy 
Action 
Action/RPG 
Adventure 
Sports 
Action 
Adventure 
Music 
Action 
Action 
Sports 
Shooter 
Action 
Racing 
Horror 
Sports 
RPG 
Sports 
Sports 
Action 
Racing 
Racing 
Sports 
Fighting 
Action 
Sports 
Sports 
Sports 
Racing 
FPS 
Platform 
Sports 
Sports 
Action 
Adventure 
Music 
RPG 
RPG 
Wrestling 





Score |Genre 
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aos) 
Racing 
Sports 
Sports 
Sports 
Bere gy 
Neen 3G) 
Bony 
basa 
Platform 
Adventure 


Sports 





Pea 


EA Sports 
Sega 
Midway 
Capcom 
Sega 
Acclaim 
Sony CEA 
Empire 
Midway 
Midway 
Sony CEA 
Koei 

Atlus 
Infogrames 
EA Sports 
EA Big 
Majescco 
EA 

HQ 
Activision 
Infogrames 
Crave 
Bam! 
Bam! 
‘onami 
Acclaim 
Sammy 
Ubi Soft 
Midway 
Rockstar 
Infogrames 
Bam! 
3D0 
Eidos 
Eidos 
Acclaim 
Konami 
Eidos 
Eidos 
Eidos 
Eidos 
Bam! 
Namco 
Lucasarts 
Rockstar 
BAM! 
Tecmo 
Sony CEA 
Agetec. 
EA Sports 
Midway 
EA 

EA Big 
LucasArts 
EA Sports 
Sega 
Namco 
Konami 
3D0 

EA 
Namco 
Vivendi 
Namco 
EA Sports 
989 Sports 
3D0 
Sony CEA 
Koei 

Ubi Soft 
Ubi Soft 
Acclaim 











able) tale 


Eidos 

ry 

EA Sports 
LS Wssa fe) 
Sega 
Acclaim 
Eidos 
Sony CEA 
Bio") 
Capcom 
Sony CEA 
Sega Sports 
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www.konami.com 
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Mild Lyrics 
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KONAMI 


DANCE DANCE REVOLUTION™, DANCE DANCE REVOLUTION KONAMIX™, DDRMAX DANCE DANCE REVOLUTION™ and BEMANI™ are trademarks of KONAMI CORPORATION. KONAMIG is a registered trademark of KONAMI CORPORATION. 
©1998 2002 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO ALL RIGHTS RESERVED. Product covered under one or more of the following U.S. Patents: Des. 433,717; Des. 431,267; Des. 435,604 (Patents pending in U.S,). 
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SOUNDTRACK ALBUMS AVAILABLE EXCLUSIVELY ON EPIC RECORDS 
WWW .VICECITYRADIO.COM 


Violence 
Strong Language 


ais us Blood and Gore 
<7 1 1 \\SSa Strong Sexual Context 








Merely 


ee < 





WWW.ROCKSTARGAMES.COM/VICECITY 


“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. © 2002 Rockstar Games, Inc. Rockstar Games, the Rockstar Games : 

efoto stele ieta ole N-tare Ril Ma orl ela el UN leet ECR ME ean oN ace rds Kwe ao elec CE MOP Ma elem na ees esol ORAL BOOM CALI . 
Soi cM nema Ree roe Ce Tes Sim tata Re a eee oA NA ce ll Uae yoda BCom 

marketing of this game. This game contains violent language and behavior and may not be appropriate for persons under the age of 17. It is a comic interpretation of gangster activity 
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Get ready for a whole new Resident Evil! 





Considering the utter success of the Fe<z 
series on the PSone, it came as a 
great shock to PSM that no future RE titles (at least for the con- 
siderable future) would be gracing our favorite 128-bit console. 
Fortunately, that’s no longer true. Capcom is not only readying a 
completely original online Resident Evil title for the PlayStation 
2, it’s hoping to make the game the most terrifying and innova- 
tive one yet. Over the next few pages, we're going to reveal all 
the gory details that will leave you readers cowering in fear. 
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One of the coolest things about Resident Evil 
Online is the fact that you'll be able to 

return to a lot of the same locations that 
you’ve seen in the previous games. And, in 
most cases, you'll actually get to explore 
TCM MUCHA MUL 
FY Mee See MM RG gL 
though, if you come across some classic crea- 
RCM a CMM AC lari ce CLs 
They’ve been waiting for you in the dark. 
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EXCLUSIVE INTERVIEW 


TOM rT 
Yoshihiro Sudo 


apcom’s latest boogey 

man is working hard 

CoP ems co r 
CSC (iL AUT MeL ea DEC) 


managed to take a few ogee 
precious moments to iy oe A 
answer our questions. See i 


what Sudo-san has to say 
Elia iw MC Ue 
things that go bump in the night... 


PSM Can you give us a general summary about the 
game? Where does it take place in the Resident Evil 
timeline? 

SUDO The game takes place sometime between RE7 and 
RE3. Due to the biological disaster unleashed by 
Umbrella, Raccoon City has been infected and many peo- 
ple have been zombified. In this game you will play as 
one of the survivors, who has started to think of ways to 
stop the disaster from spreading. This includes the possi- 
bility of launching a missile at the town to destroy it and 
the zombies that lie within. 

You play as one of eight survivors. Not only will each 
individual character have his or her own private 
story/drama to tell, the story will unfold and split off in 
multiple directions via NPC character interaction, as well 
as how the characters relate with other team members. 





PSM Is the game only for broadband users or will 56K > 
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So SURVIVAL HORROR IS BACK 









Since Resident Evil Online is, well, an online game, a lot of 
time was spent on ways for players to communicate with 
each other. Currently, a situation-based chat system has 
been implemented but there’s a chance that the U:S. ver- 
sion of the game will feature voice chat, as well. 








4 As new situations arise, you'll be able 
select from a larger variety of comments. 


PUT Ste ale eae 
Logitech headset, would help outa lot. 





4 work as well? Will the PS2 hard drive 
be supported in any way? 

SUDO We plan to support both types. 
Yes, the hard drive will be supported, 

EAN e 


PSM How many total people will be 
able to play at a time? Will there be a 
monthly fee for playing, like EverQuest 
Online Adventures? 

SUDO It will be four-player simultane- 
ous play. Each player will choose one of 
the eight characters to play as. In some 
chapters, the characters that weren't 
chosen will appear as [computer-con- 
trolled] characters. However, if a player 
dies mid-game, then the others can 
continue playing (even if there is only 
one player remaining). We haven't 
(olcslgtn eM Neem IR Arl ele =e] nN 
fees, though. 


PSM How will communicating with the 
other players work? Will it support key- 


4 There are often instancesiwhen you and your friends will have to split up. That’s 
when communication plays the most important'role. After all, you really need to know 
Rn CRC MVE Mek iraati ied 







board or voice chat? 
SUDO We plan to use an original, easy- 
to-use chat system (under development) 
in the Japanese version (a system where 
what you can say depends on your situ- 
ation in the game. Some selections will 
only appear after you have fulfilled cer- 
tain circumstances). However, in the 
North American version, we are consid- 
ering using keyboard chat, voice chat, or 
olism st nele ce 


PSM Have any of the people developing 
Lapel tn MIN eye CcleMO)aM8)E-11 (UW Y-Xy/e 918 
Evils? Or, is it a new team? When is it 
slated to release in Japan? 

SUDO Basically we have a new team 
We) a Cin -Me em nce =e-] tN =e POs) ¢=We] (oa 
rently about 70 people working on it 
and we have a planned release date of 
Summer 2003 in Japan. 


PSM What do you want to accomplish 
Tami =Re El E-W exe (sa Te AMC CEE 


been done in the past games? What 
new things can Resident Evil fans expect 
to see? 

SUDO | want the fans to enjoy all of the 
new network aspects of the game. For 
example, you can choose from one of 8 
characters and the game starts when all 
4 players are assembled, but it’s not like 
Agri] | ie] am Coop eat 
(Sometimes you will all start in separate 
Elcch) a gem cacao Xe eR OUR pLele 
HVAT LAE e Lema elslale walt Mo mn) at-le 
they are doing. Even if you do start 
together, the fear of watching your 
friends die one by one, picking meeting 
points and times to meet there, and 
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CMe) meee tog 
WCU R Craw tend 
that you can actually assist 
wounded characters and help 
carry them around. 














a 








areal ebm iene Meelm ae) in =m Com tal) 
spot at the scheduled meeting time can 
TRAN lame NORM NY Are] amv Ole lan iaT=lp le} 
dies, turns into a zombie, and that zom- 
bie attacks you? Playing as a group is 
one aspect that will make this a new 
and fun experience. Cooperating with 
the NPCs will be another enjoyable 
aspect of this game. 


PSM Can you give us a general idea 
about what sort of puzzles and 
challenges players will discover in 

Li oeola nrg 

SUDO One of the main ideas of the 
game is escaping the city before it is 





SURVIVAL HORROR IS BACK & 


a iA@S Se OE eee 
Whilé there are eight selectable characters, only four people can 
actually play at a time. Each of the characters has a different 
background story and a unique set of skills and abilities. 
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FROM THE AIR 


LUA a ene HOMMAUS Oe E Tm eMC N Vee cele tse ae (alsy 
CreTUf soca Tita ere Olen TAT Ane OSM Keres ONC TCIN AeTKC Se 











Drop Point 5:37am 
Troops assemble at the Sopot Harbor. 


RN Te 


After Sopot's forces withdrew from the main city, several 
Red Faction rebels raided Harbor Island and desecrated 
A ATeMS\TINL 0) CONS] CALCUL eNO) UNLeat@ (e4t1C0) 


” Geo-Mod” Technology, Volition, THQ and their respective logos are trademarks and/or registered trademarks of THQ Inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony OU Um ena ane tes 





Blood and Gore 


Violence 
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MMO ea EAM TEA UhA MeCN AN a-Ue LO | 
the conflict, go to www.redfaction2.com 








BREAKDOWN 


Vie 


Reoret coy the Dictator Sopot. 


es 






















UME LOL 
Building 6:05am 
ONTO ern NC 
Guards attempt to 
fend off the attacking 
Faction soldiers. 





The Slums 6:22am 
Rebel soldiers continue 
OMe Me (cs) CM CORK 
growing animosity 

ofA cle arse (NM (crete ESe 





volition www.thq.com 


PlayStation.e 
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S PS2 enters the third year of its 
life cycle, Sony is hot off the suc- 
cessful launch of the network 
adapter and has the best game 
library of any next-gen console under its 
belt. Now, PS2 owners are staring down 
one of the strongest spring lineups ever. 
But this is due to top-tier games slipping 
from what proved to be a lackluster holiday 
season. In fact, the hundreds of games 
released throughout 2002 somehow didn't 


_stack up to the great headliners of 200I. 


So it's 2003, and PS2 has something to 
etd Hundreds of thousands of PSes are 
hooked up to the Internet worldwide, and 
we continue to learn more about PS3. 


~ Publishers are itching to announce major 


PSe2 filles, and il’s clear that once again 

they'll be bringing out their big guns. From 
the great minds who make the games and 
the higher-ups who pull the strings, here’s 
3 look af what 2003 has in store for you. 
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ch Tee Elite evans Vie 


the technology, the expectations of 
the consumer, and the chance to 
include incredible content presents 
a huge responsibility. 


The biggest opportunity in the PS2 
market is that it's got one hell of an 
installed base. The challenge is 
delivering content that makes it to 
as many of those PS2s as possible. 
SEGA is committed to doing that 
with a plethora of new games 
across all genres in 2003. Sports 
will continue to be huge on PS2, as 
will fighting, racing, action and RPG 
Feline Oa) gem AO sa LL 
Coon asm Omer OM eM IM mene 
to take advantage of it. No one's 
betting against Sony. Like any smart 
publisher, SEGA will continue to 
heavily support PS2 next year and 
beyond. 


What have we learned from the 
ee eM we) 
games and adult content, and 
where should we “draw the 
line”? How do you keep content 
Lie MU Mae eM 
debuted on a next-gen console? 





net Ponca NEC a Mmm em oyfso0 1 
Cent eNom Ot Mal east u) MC) e-]174) 
Misia OOM mE SMa Tem CM ty) 
gameplay variety and replayability. 
Regarding mature content, we think 
that an independent rating board 
like the ESRB is in the best position 
to determine where the line on 
adult content should be drawn. In 
terms of keeping content fresh, 
Bailey) c3 polcisy i cela elERUr 





Retailers determine to what degree 
the envelope will be pushed. Even 
if we wanted to we couldn't make a 
game that was “over the line” A 
game must be fun to play in order 
to garner massive sales; simple 

oe eM MUO MU eo 


NitcleemcweCe (Uli me@oya lcci ancl elas 
media, so ours will be no different. 
(U/W ieee aul iam sorte 
oy) n VOLE NMHC OOM ALT a 
we are going to learn from and 
build on in our EA Sports games, as 
well as in our action/adventure 
franchises. In 2003, PS2 sequels 
will need to have strong new 
engines and imaginative features to 
make the Top 10 lists. Growing the 
cre ON CCM VACA Of 
games and attracting new special 
interest groups. 


MAMA OASU CMI MUM ICUS AVAIL 
learned from Grand Theft Auto. 
What's to learn? The secret isn’t 
mature content, it’s gameplay first 
and everything else second. Rock- 
star North is freaking incredible. 


The evolution of entertainment is 
interesting in that what formerly 
was shocking is now acceptable. TV 
went from Dragnet to NYPD Blue; 
movies went from An Affair to 
Remember to Eyes Wide Shut. We 
have to remember that in our quest 
to attract gamers with exhilarating 
and shocking content, we must 
continue to rate and market games 
responsibly. We also have to give 
Harel ae=lU ce) <]a(c Moya Lain eM AeL IN| 
different to keep them coming 
back. What made GTA interesting 
NCH OlM Ula e ole mele 
it was completely new. Just adding - 
new features to last year's game > 
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.. Virtual reality porno will probab. 
me toward eliminating global ree 


in eee) are) 
big part of skate culture. How do 
the games and culture feed on 
CF-Tol pe) dae BO c= eee- (el COT] | 
to perform the fantasy maneuvers 
OMAN eMC 
A atmo Une PRO OL 
design mandate was to keep the 
game as true to the sport and the 
(oUt x mr- kM Meo] (oP UL ar-T am t=) 
AFT Can SM Ute MIO On SM = 183 
was fun to play. To do it right, our 
team really had to embrace the 
culture. So in the beginning, we fed 
off of the culture. We wound up 
Celeste 1 Cee TM (es) 
and skaters embraced. This put us 
smack dab into the middle of the 
oe Ulm MUU Tm 
do by the pros, and they partici- 
pate in designing their special 
Pe) or em = maar r-(a lace ll 
sona as it appears in the game 
each year. At this point in the 
ola (cem Ul BOM) gaat 
at eTcM cere) LY StL note 
Most of the pros can tell you stories 
about doing skate demonstrations 
atc aloe de =] comcverg y= 10a om 0) 
them to pull tricks that are from 
the game that would likely cause 
serious bodily injury. On the other 
Unf aCe Pars] CNM) Cena Msn MeO) 
foTU Cale com darepenYOlUMOl0) (OM 1 Co1\] 
think are impossible. 

































Two PS2 THPS games released 
exactly one year apart. Is this a 

oFe CMa Mee] deem Celine 
the remainder of PS2's life cycle? 
Did we do that? Well, most of this 
year's reviews started out with 


Ey ~ 
PFE - 1 


PEt 


i airdaae 


MAJOR PLAYERS IN 2003 


fol a 


eat=a=}e lig A aie) ltl nial 
Lee Oe 





SCT nTamHe A em (ela 
really expect that they could rein- 
vent the game yet again, but...” 
and the last time | looked our 
reviews were averaging 95% or 
better. Let's just say we like proving 
to people that we can always make 
FM ol=1u Claes nm OIL] 1 


NN Em OM Gow rey, cloMa 
unforeseen, radical new directions? 
Putting everything else aside, Tony 
el A@ CMM UM oes UM 
feels great to pull off tricks. You 
don't want to mess with that, but at 
LUT Tan om tom ala Len 08] (0 0) 
great to explore that from a differ- 
Cn) ela (em emeele(e meme) m nN 
that you can do to the game to 
insert the player more deeply into 
the culture which has developed 
around the skate scene. 


A Virclmecteclalatetel nn CM-I -m0)UT 
impressed by or excited about? 

As | am also the business guy here 
at Neversoft, unit sales impress me. 
So | have to tip my hat to those 
Looe)" 1m SYee)t Tle M Lela ct] g 
North] for taking a gamble on a 
MTEL Cero] Cetera 
pay off, two years in a row. 


What will be the next big evolution 
in game design? 

RU aan eae Mol USM =) Cm 
oli Colam arava Teme) 
Nl el (ota n A MO) OE RAAT no 
people are capable of doing within 
Cola =eeX- nt mel aM Ne) Ne] Ly 
someone they've only dreamed 
about previously, the more com- 
pelling games are going to 
become. How far we can 
take that? | am just happy to 
yz be on board to try to find 
Ue aU ata mele) Tam nw cer-(0 
Mee ae MA nrc 

- porno will probably go a 


Soe MOL RIV CONT ICO M= aaa tay) 
. global conflict. 


ON AE Leu oe 
NUM aaa lg 
= and fantasy. 
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Banal) mca aa mtn ela 
competitive PS2 market. 


cee 


Is online the unavoidable evol 








ether it beco! 

arket will depend on the 
option of broadband by average 
mers. Online gaming is not the 
Major focus of our PS2 strategy, but 
we expect it to become more impor- 
tant for PS3, and we will continue to 
develop our expertise in this area. 


Capcom 

eKeU genta M UNM e MUM en 
a firm business model to support the 
investment it takes to implement 
online play. 2003 is too soon for any 
type of mass acceptance. One of the 
reasons for this is that modems on 
current machines are more of an 
afterthought. From an engineering 
standpoint hardware developers will 
need to plan for online functionality 
iclacatsielmee)neclel aire} Wr 1n 0 tn IN) 
implement a very sound way to deliv- 
er the online experience to players. 


Electronic Arts 
Both. Scalable Internet gaming is 
unbelievably complicated to engineer 







ires server architecture and 
ming talents new to our 

So the learning curve is 
me. The creative rewards are 
ue Lito) SIAN nM ia ere\\g 
WeCaallncy Flare} 
in person, it 







Online console gaming is an evolution, 
not a revolution. As the pioneer of 
online console gaming, we at SEGA 
can tell you that it will not take hold 
overnight. By the end of 2003, there 
will undoubtedly be more online con- 
sole gamers, but it won't be mass 
market. It is likely that will not happen 
until PS3, or beyond. SEGA views 
online console gaming as a feature 
that enhances the overall experience. 
We've already launched 20 online 

Feel patsy e) nls] eco] com Fel U neg ayo Cael] am (Ly 
Online console gaming contributes to 
our overall business strategy only as 
much as having updated rosters for 
Sega Sports titles does. It should not 
be incorporated into every game, nor 
can it make a bad game good, but it 
sure can amp up the action when 
Colo}almaoy ar crait A 


4. THE FUTURE 

Will we begin to hear solid details 
or tech specs for PlayStation 3 in 
2003? When would be the perfect 


timeframe to launch PS3? 


MAJOR PLAYERS LN 2003 





Oya tntem iil come=) 9 
eration of consoles—PS3, Xbox 2, 
etc.—what will designers be able to 
CoCo M etn tier -aex= lng cm pre] mae mers ple) 
do now? Will fighting games ever be 
popular online? 
In most cases, the graphical improve- 
ment is an agenda that all fighting 
games must clear. Although | agree 
with the aforementioned fact, | think 
AUatMee-lnneme (Orel ava Te0) (6 (gM at elm =a (e)c olen 
With the present hardware technology, 
anything is possible. As a fighting 
game creator | want to re-polish the 
gameplay as much as the hardware 
allows so the players will be able to 
enjoy more dynamic and amusing 


Hiroaki Yotoriyama 


Producer, Namco 
0/1) =) /]e) eh 


gameplay. | don’t have a clue as to 
a aT=iaa sme) nomial Las Meco RTC NTeLE (0 
become popular, but | think it all 
depends on the how the developer 
constructs the game. 


When Soul Calibur was released, it 
was hailed as gaming's best weapons- 
based fighting game, possibly the best 
fighter ever. How does Soul Calibur Il 
improve upon the strengths of the 
original, and are there significant 
changes and innovations you plan to 
implement in the series? 

Soul Calibur Il obviously surpasses the 
last sequel in terms of graphical 
appearance and overall quality. We 






















about every five years. Given how 1401 aa revi ee] long 01g 71) 


I do expect to hear a lot more about quickly technologies are changing, it'll 5 . é 

ENP Oem eles be interesting if we start seeing that the Stick figure days of the Atari 2600” 
whether the detailed specs will come window ge ees 
early or late in the year. Personally, I'd _still think 
like to see PS3 launch during the QMaclecs 
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What will be th 
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adjusted the game control to make be able to accept. The Soul Calibur nt 3 t Ol 


the “vertical” and “horizontal” attacks series is a 3D weapons-based fighting / other good games like Ratch in gaming 
and “run” commands more under- action game in a full 3D space. We | and Cla oht fi mila ut, that won ange every 
standable for the light users. The have concentrated on our game devel- as some pi 

gameplay might not satisfy the core opment so players can really enjoy a 

fo) \(leco-| me em elem NSARM ne =) oe diversified, exhilarating, and tactical eir plat gal y 


stand that the game itself has become —_ weapons fight. 
even more tactical. Please look for- 
ward to it! 








| take into account any title, regardless 
of its genre and developer, if it’s a 
unique and original game. We look 
forward to the kinds of results that 
show game evolution from those titles. 


It’s really hard to comment on that 
question since the popularity, release 
date and hardware of each title differs 
according to region. However, | believe 
LU) are] eee URS URE 
game quality. That’s why, as fighting 
game creators, we need to create a 
unique game that the consumers will 






























4 quality like never before. This is 
due to our heritage and our ability 

to incentivize our production teams. 
Our teams compete both with each 


and James Bond. Like a champi- 
onship sports team, we pride our- 
selves on staying motivated and 
ambitious, even after a strong year. 
TUM Ta =) ¢ oT Cot ekTTe TIF] 08) 900) (oo 
















ie feel 
Electronic Arts 

This year we're going to surprise 
everyone by sequelling some of our 
big franchise hits (grin). EA had a 
pretty good year in terms of year- 
to-year improvement in some key 
franchises: FIFA, NCAA Football, 
Madden, NBA Live, Harry Potter 





other titles. 2003 will be a great 
year for launching new experi- 
ences. We've announced The Sims 
and Def Jam Vendetta for the first 
half of 2003. But you'll have to 
come to E3 in May to learn all our 
secrets for the second half. 
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Piel 


Operations Director, Core Design 
TM se) eed 





It’s been years 
since we've played a new Tomb 
P¢](¢-)ar ERR Me) 
gamers’ anticipation and your 
expectations for the PS2 debut? 
OT modeler enews ome Nicole 
LUM Cok =] NM CSN UL 3) 
had to go back to the drawing 
board to basically start all over 
}_ again. Our teams had to get to 

Be SMM Us Par CMU em tal) 
| game from the ground up. The new 
technology has enabled us to 
include features that haven’t been 
Tota Cen ee) 8 2) meee ga 
before. Rather than simply creating 
a better-looking version of the old 
FCT CMM MCNAIR Ae (e CO) 
take a fresh approach in order to 
keep our audience interested. 
Mace] es) ar) = 9-1 MMT) 
been unwilling to change, such as 
Lara's overall personality. As we 
can’t really alter that, we 
have put her in a situation 
eam RCO 


someone no one recognizes. After 
five games, we knew the public 
needed a change from the usual 
format. It’s difficult to keep enough 
elements of previous games, so 
people could identify it as Tomb 
Raider, as well as changing enough 
So interest is kept high. The balance 
is achieved by changing the world 
TUM VUA en Melek (0m alc Lae (==) 
She uses skills we've seen before, 
but in a way never shown. Could 
you imagine the reaction from the 
public if we came back after two 
years with exactly the same format 
and locations? 






















SM Are etm Tom rel MUO) a Cay emey a) 
Cel ttn a Let) c=) (6 /e| ==T =) 
A Uanl=ie-] oN OlUm CoM C-)(=r-kX-- BES) ] 
Tomb Raider every yea? 
Angel of Darkness is the first chap- 
ter of a story. In order to achieve a 
more complete experience, we 
spread the story over sever- 
Fie n sn Mn eM il) 
our objectives for the 
Taam (cll eee) it sre (eh 
EleM Ti tamealem= alin em ee liiM 
and by not having long 
be) =F) 1A Len eRe (ol( 2] 
(oye) nasal me) mC) Po) 








Why not present PSone’s 
golden girl in classic form? 
Although her experiences 
give rise to certain 
Coie ln ecm Mn eleL 


































Pye 


look, she is still (eT os) 

Rea momentum going. 
ETP \\ If teams continue 
ae Rete . - LOO cy 
So) ana Lomi em ads 
knew that we eT VA 
had to stay true to her future titles 
previous characteristics. > ‘ VT Mal stg 
Lara, while armed, has se o Trent tars) 











eV elm SOM Clete ; P 
derer, so we wouldn’t want \ 
her to suddenly change into i , 


60 / PSM: 100% INDEPENDENT PLAY=y.y 


ans) Ween eesti 


Rockstar Games 

I think you could safely expe 

to keep raising our own exp: 

tions, constantly moving forward, 

never taking anything for granted, 
Cla tila: 









Vela om ele 
favorite works of horror? 
To be honest, | am not a big fan of 
grotesque, blood-splattering horror, 
although | liked such movies as The 
Sixth Sense, The Blair Witch 
Project, and The Ring. Oh, | cannot 
omit The Exorcist, either. As far as | 
can remember, | think that this was 
the first horror movie | ever saw. 
Syne eM Ae oe Ucar dem oe featn 
just had a nauseous feeling. 
However, | now enjoy the cool ten- 
sion and atmosphere of it. 


Nie lees laVan des neem 
BY(p ae eee) oiee 

Whoever plays this game will 
notice a different atmosphere, one 
that they had not felt in previous 
SH titles. Moreover, the first part of 
LUtew een eM TMU ee MY avme OT t\Ve 
And then, all of a sudden, you will 
be trapped in an extreme situation! 


_ The direction Silent Hillis taking is 


towards the occult. | think there will 
be quite a few people who get too 
scared and will end up not playing 
this game at all. We're considering 
having product information on our 
site. Using this title as a starting 
point, | hope more people want to 
understand the world of Silent Hill. 
Please look forward to it! 

















| George Patton said, "If 
Cm Cat dnysar=) oem nea 
eone’s not thinking” | can 
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Kazuhide Nakazawa 


Team-Director, Konami 
[nae [Ed 


Resident Evil is going online. Might 
Silent Hill ever do the same, or will 
the series remain focused on a 
quality single-player experience? 
Personally, | would say that Silent 
Hillis not really fit for online. If the 
town gets too crowded, it won't be 
“silent” any more, will it? However, 
it all comes down to ideas: Simply 
bringing the conventional online 
experience to the world view of 

RY aa ANU (omni eM mau 
but boring. After all, this is a game 
in which you feel enjoyment while 
suffering in solitude. Yet, hearing 
your friend’s screams from fog, or 
having something in the real world 
influence other players in the 
“alternative” world... Also, we might 
be able to create a situation like 
Fog by Stephen King. (Wow, it 
might be a nice idea, after all!) 
Online gaming is just one means of 
providing interactive entertainment. 
Not all video games have to be like 
that. However, if there were an idea 
for an online game suitable for 
Silent Hill, there might be a very 
Tales cet aye] nos 


What's design's next evolution? 
PNei eit cMarey] Oe MN NOME CoM ale)g 
mind bleeding a little will make the 
next evolution in games. Personally, 
tain endian] Meer) LAAN LL 
return as a popular trend. 
Lao elpm Lan (ele) (eM ele Wns 
kind of VR. | daydream that 
BinTelceM ut =101al eee nr sr=L ee 
mounted display for use at 
home. If we could make 
Silent Hill with this kind of 
hardware, our ideas would 
be booming. 















Along with Tony 
Hawk's Pro Skater, EA Sport BIG’s 
games are the most influential on 
the “extreme sports” market. How 
do BIG's upcoming titles continue to 
distance themselves from imitators 
and past successes in the series? 


aie 


SSX Tricky is still some of the most 
fun that can be had on a console, 
but we must confess that we're 
craving a true sequel. What can you 
tell us about new developments in 
the SSX series? 


Last year, you told us that your 
games are designed using the “holy 
sh’t factor’—creating moments that 
blow the user's mind. We've condi- 
tioned ourselves over the last couple 
years, so what can EA Canada do to 
provide new "holy sh’t’ experiences? 


Which upcoming games are you 
impressed by or excited about? 


rson...who do 


We'd never bet against Julius Erving. 


What's the next evolution in di ? 


rom cor 
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Is PSone’s 
Symphony of the Night destined to 
be the greatest Castlevania game? 
If Symphony was to be the greatest 
Castlevania masterpiece, | wouldn't 
be producing games now. Because | 
want to provide fans with many 
splendid games, I'm here producing 
Castlevania titles. There are soooo 
many things | could not accomplish 
PS 710) Ue AC Ue pa cle 
Castlevania production team are 
working hard everyday to create a 
better game. We can’t really say 
what's coming next, but we're ready 
to provide the greatest game ever. 


When can we expect the Castlevania 
production team’s next project? 

We will have a new Castlevania in 
2003! | cannot really talk about it in 
detail (such as what console it will 
be for), but we will be releasing a 
new game. Everybody will work 
harder to make a better game (not 
myself, but the boys and girls on the 
team will!). The Castlevania series 
EKH-(e\ ln ste MMA AVA T=) SMO) AOL 
TOMAR MALO COM Lae LCM US) 
the best of all Castlevania games. 
We will challenge ourselves in order 
to surprise our fans in a good way. 
Please look forward to it, until we 
Ea laeU ecm nM esl (r mene rli NA 


In 2002, many classic 2D games got 
3D remakes—Maximo, Rygar, 
Shinobi, Defender. But Contra kept 


Randy Nelson 
This year, I'm hoping 
that developers finally 
get over the whole 
a=) dcr sense] 








Koji Igarashi 
Castlevania Production Team, Konami 
Next-Generation Castlevania 


its 2D gameplay mechanics. How did 
UTM) CoM) Rem @esl=le A) 
ir=iF1 (Cem COM tae) a (=1/11-] Wd Da -Leceg 
M NaTewsUeess-1ne (-)) (UC Meme By= 011) 
cannot be judged simply because it's 
2D or 3D. If a game makes big 

Fy] (a CM mtr] |VAeRU cease @) ewe) [0] 
SoU RTM ee iN emU(aqcrale (16 
because it's fun, but does not sell 
many copies? | mention this because 
success or failure comes down to 
CoAT SRM En eC) (0) oT) 8) | 
please note that right now 3D is the 
main market, so it is hard for us to 
sell 2D games. Plus, people tend to 
think that 2D gameplay can be fully 
ported to 3D, and that anyone can 
Lo Malham OL OM OnTe 
Comparing 2D and 3D games is like 
Cent oY ASM LL KLM CPU aL 
action and RPG. With 2D, you can 
fully enjoy detailed action parts, 
whereas 3D allows you to perform 
more dynamic actions. What’s fun 
E)elel men eeet CMM Ole) INAS cele 
ESAT) (Oem LOL SSO) ENV nd 
3D games | do get bored and come 
back to 2D once in a while. 


Regardless of 2D or 3D, what are 
the most important elements to 
making a great game? Have game 
CoCo a eM een M UMUC Tg 
Hmmm... As a creator, I'm still far 
from perfect, so it's a very difficult 
question to answer. My basic stance 
is to provide what | feel is fun. That's 
all. I'm pretty sure that what | don't 


=u 2003 PREDLCT LONS 


Steven Frost 
The launch of Sony's 
nem SO anely 
eC RU een 
but | was hoping for a 





to have 40 hours of 
cinemas” phase and make some old 
eM oi sem COMI LUMA Ue Coy 
and maximum game design. Then 
there's PS2 online, which | hope to 
heck gets at least a couple of truly 
massive games that make me want to 
never log off. Sony releasing its PVR 
add-on in the U.S. wouldn't be bad 
either, Oh, and I'd also like to see Sega 
bring a majority of its games to PS2, 
instead of a certain other system 
where it's been proven that they gen- 
erally don't sell in the same numbers. 





LFeleet=l mala (iN Aol tte) 
to be released in 2002. Hopefully, 
we'll see a good number of games 
supporting online features next year. 
Every genre should be covered. | also 
hope to see a greater number of origi- 
Fire) celta sam are Sole (Uo a B)cy-ky og 
Reportis a great start but we need to 
see more companies, like Agetec, tak- 
ing chances and developing truly inno- 
vative products. The industry will only 
grow and benefit from that. Lastly, it 
would be great to see the PS2 drop to 
Si}o Anca Grete cam Mirela] (ot) 
could bring world peace. 
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Ty meC=Di alia 
not be fun for others, 
too. If you think too 
Tee Ma ame tren) 
Eli Mm tn Mele Caen) 
ends up out of focus 
and far from what 
Nome) E-lalase mm tal =d 
eye Aa LENS 
listen to all of the 
user's opinions after 
TN aCe sSie 1) 

ieedlcr kisi Aare ae Us) 
these to prepare my 
next project. 


Which upcoming 
ETc 010) 
Ta ssc Aes 
excited about? 
The Legend of Zelda! I'm a big fan 
from the days of the original game. 
It has enjoyed good momentum 
since when | first played it. Ze/da’s 
polished game system and its deep 
world are close to my heart. 


alam elem nema em ey emo) Ute) 
in game design? 

When | imagine the future, some 
possibilities | think about include 
advancing how we play network 
Feelin ec Pme) mle Vel b eg Mode )ccs (eg RIEL 
this more powerful hardware. | am 
interested in enhancing the interface 
in which the player can enter the 
game differently. These are very nor- 
mal ideas, aren’t they? | want to 


Eric Bratcher 

I'd like to see Sony 
better integrate PS2 
Vita M Mela cl ml netic) 
electronics devices— 
how hard could it be 
to invent a 60-inch Wega with AIBO- 
like legs and arms to carry both me 
and my PS2 around the house, so | 
don’t have to stop gaming when | want 
a soda and chips? Aren't Sony’s engi- 
neers supposed to be smart? 
Seriously, I’m nervous about the PS2 
hard drive—if Sony flubs my chance to 
Cycle (1am whe are) A) 
fullest glory, there'll be trouble. 
Secondly, where's my sequel to Legend 
of the Dragoon? Finally, | hereby 
decree that every new game must kick 
serious ass or break new ground. 








PET cose eRe SR elt d 
Symphony of the Night? 


approach making games using non- 
game theory. This means not imitat- 
ing existing games, but coming up 
with new ideas instead. 


What do you think of online games? 
Online is but the starting point of 
PLAYING. You see, playing and com- 
Foy =i eared) eX= La MeL aS NOLES (LR 
Taro aan CSMUielOM eNom AOU es) 
However, I'm afraid that as online 
gaming grows bigger, the overall 
game market will shrink. The gamers 
who used to purchase various 

Fete] pn sce LN OMT Are (ele \VaNe 
LOU \VArCM ENE MSO)LN ete] Ee) g) aT 
gamer, you need to pay account 
fees, leaving less money to be 

spent on new games. 


Tommy Layton 
The burden of proof 
Co)a So) NN CMA Poe 
Witenes em Te 
enough great first- 
party titles, and secur- 
ing the lion’s share of quality third- 
party exclusives (maybe even absorb- 
ing third-parties), so that 2003's line- 
up is saturated with classics, like 
2001’s. And PS2 won't be firing on all 
aN ae eM U LN UnM a CICe Re @ cy 
launched: Limits on memory prevent 
Coley] eM OI Ct=) (AN Metre] t=) 
innovations and virtual worlds they 
envision (especially online), and the 
HDD is great for content distribution. 
Yoyo] nm (=e) gM = 10] =) oP 0] Oey 
crucial: Nintendo and MS will go to 
great lengths to make up ground. 





















eerie Namco 
Xenosaga 








The female robot’s costume design 
was thought up by our costume 
designers. I’m very interested in 
how the US consumers will react to 
Fiitjecess 0) ino 


Although the final completion of 
this series is still undecided, we 

Pop ielbl oli em oMecol nl Cale om tal sicg (eco) 
_ long as the users support us. We sigceyiois a 
"have no clue as to the technologi- I'm looking forward to Legend of 
Pte ores] ecccaey nel ise) 4-1 0/-rS-a OUT LAT) 
hardware, but | think it will be a polar opposite of Xenosaga. 

very interesting hardware. 












We're going to focus on improving 

Pa tucMe(Ure)| iu Acoma enema isl aera go 

fee =)" ) Yan po 0) cers) WARN 1c) 
(which we weren't completely sat- 

_ isfied with in the first sequel), and 


add onto the game quality of the i Se 
quest mode. ae ieee Sea 














“We really have pu 
about as far as it can go. 


Some game designers in our annual preview features have suggested that 
a new, re-tooled form of what we used to refer to as “virtual reality” could 
be part of the evolution of game design on PS2. For this type of evolution 
to come about, there would need to be innovative new input devices that 
change the way we interact with software. Interestingly enough, the PS2 
market in some territories is scheduled to receive two such retro-inspired 
VR peripherals, Sony’s PUD-J5A motion-tracking Glasstron display (out 
now in Japan - see Monitor, lssue #65) and Essential Reality’s P5 “Glove” 
(now scheduled to release for PS2 next springee Checkpoint, Issue # 46). 
Both could bring VR functionality to games designed to support them. 


A Sony's PUD-J5A (left) and Essential Reality’s P5 Glove (right). 
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Grand Theft 
me, and Vice 
almost 


How much 











u tell us? It’s rumored to be 


s Vegas... 





You're following up Vice City with 
Midnight 


Club Il. What’s up after that? 
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Play as 7 fierce generals in Musou mode; Lu Bu, Deen eae 
Meng Huo, Zhu Rong, Zhang Jiao, Dong Zhuo and Yuan Shao. 
Completely revamped stages with new scenarios CUNO R aCe 





Pro ae ** Play XTREME LEGENDS by itself or-with Eee ane Ey to power up the original 
Es Tama \ aad mn (etal goo wala Card data is fully compatible between both games. 


) 














Mild Language 
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'd. ©2003 ie) eea aC Brae acre Violence 
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Torres c racer tae 
od” is pending before the USPTO. 
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Aero Elite Academy 
() Batman: Dark Justice 
Clock Tower 3 

Def Jam Vendetta 
EverQuest Online 
Evil Dead 

Guilly Gear X2 

Ice Nine 

Midnight Club 2 
Vexx 

22) War Of The Monsters 
Xenosaga 


oo A LvADS a Sava) 
ra Evie “at 
- q in i a 


4 Up to two human players can 
battle it out, but you can throw in 


| 0 T G AM E S a couple of bots, too, if you want. 


Don’t waste a second; 
turn on over to these 
big games NOW! 


A major hands-on with the king of monster games 


or some, producing a hit prod- Monsters, a one-to-two player arcade much more detailed than typical titles in 
uct means a celebration is in game like nothing you've seen before. this genre. Juggles, counters and com- 
order. For Incog. Inc., developer Played like a free-roaming fighter, with —_ bos are all accounted for, no matter if 
of Twisted Metal Black, it means _close and long-range attacks available, you're the energized entity Kineticlops, 
war. Introducing War Of The the giant monster melee simulator is titanic preying mantis Preytor or the 


Wivhlups Cait eets bi heeuo nen k a : ’ King Kong look-a-like Congar. 
i n get a bit hectic when four monsters are si b 3 
running around, so keep an eye on your character. 3 Furthermore, debris from devastated 





TTR ule eB aed 4 You can pretty much pick up anything you 


see and use it as a weapon... even the cars. 
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sport some impressive 
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A 
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ye ea 1 aisy Vee Ab 


SUITABLY DESTRUCTIVE >> 


WOTM employs a rather unique 
camera system that splits the 
screen when the two opponents 
are far apart from each other. 


A From mega-rockets to electrifying beams, these monsters really know how to have fun. 


cities—crushed as you rampage 
through them—can be used as 
weaponry of sorts. 

Grab a tank and hurl it at foes. 
Impale adversaries on an I-beam or 
rail. Pick up a rival, then throw them 
into a skyscraper. The choices are as 
endless as are the strategies avail- 
able to you. But just because Free- 
for-All (deathmatch) and Endurance 
(survival) modes make for frenetic 
split-screen fun, don't overlook the 
solo Adventure option. 

At odds with rival competitors, 
War Of The Monsters introduces a 


A The environment is completely interac- 
tive, so when you smash a building, it will 
crumble and fall apart. 


A Not all of the battles take place on the 
safety of land. The water is also home to 
some deadly monsters. 


ee ae 
A “Dude, you can have that last piece of 
cake. | was just kidding. You don’t need to 
fight me over it.” 


complete single-player adventure. 
Thirteen stages are split into four to 
five sub-areas apiece, with chal- 
lenges ranging from swarm attacks to 
one-on-one confrontations presented 
across each. Last long enough, and 
you'll face bosses like Vegon, a 
triple-headed Venus flytrap the size 
of downtown Tokyo. 

Swift and visceral, gameplay is 
suitably destructive. Thanks to 
responsive controls, you'll be leveling 
city blocks and smacking the switch- 
es which fill basins with caustic goo 
in seconds. Despite the degree of 
strategy involved, players can pick up 
the basics almost instantaneously. 

Employing an enhanced version 
of the Twisted Metal Black engine, 
you'll find it an engrossing game, too. 
Designed around 1950s and ‘60s-era 


aL ss 


NA eee N OT Ll 


eee gig 
PST Le 1) 
tell you exactly 
where your oppo- 
nents are and which 
OU my 
Eee Ci 
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monster movies, the theme even car- 
ries over into the interface—a drive- 
in theater—and loading screens, 
adorned by classic film posters. But 
don’t get too swept up in the visuals 
and grand scale sound effects—play 
well and you'll gain tokens which 
unlock new costumes and mini- 
games, including Dodgeball, Crash-o- 
Rama and Big Shot. 

Immensely promising, the game 
should make a splash when it stomps 
its way to retail this January. Pray the 
wreckage doesn’t spread too far, 
though; we'd hate to make all the 
GameCube owners who ended up 
buying Godzilla: Destroy All Monsters 
Melee so jealous they go on a ram- 
page of their own. 

SCOTT STEINBERG/STEPHEN FROST 


A The game automatically switches to a 
split-screen view when needed. 


An up-close look at 
BS game in action 


UCR CCAM mrs 
Cele eee Cee cme iC 
TSM a ay 
to long-range attacks, you'll 
Tel MOm sa Cee 
attacks than you can count 
Cos 


eae Sey) 

BY (eC MU CURY 
is quite varied, there 
Fleiss 
Pere ee eoei| 
costumes to unlock. 
Just wait until you see 
Preytor’s third cos- 
Pe CA career 





ed Ad (=) 





4 According to the developers, the fighting system will be 


nlike the cartoon-inspired 
title that Ubi Soft released 
late last year, Kemco’s 
attempt at a Batman game 
is looking to be a rather 
dark experience with a good number 
of adventure elements thrown in. 
Originally, DarkJustice was slated for 
a Fall release, but it’s now been 
delayed so that the developers could 
throw in even more gameplay and a 
higher level of polish. That certainly 
bodes well for our DC comics hero, as 
he’s never really starred in a truly 
great game. 
DarkJustice is based on an original 
story which throws the city of Gotham 
into chaos. Commissioner Gordon has 


A There’s something strange about Batman 
having to fight giant rats. It seems so 
beneath him. 


quite deep, but should be easily accessible to everyone. 


BATMAN: {i 


The Dark Knight gets his own dark game 


disappeared and Arkham Asylum, the 
home to some of Batman’s greatest 
villains, has been locked down. Along 
with that, two large rival gangs are 
battling for control of the streets. It’s 
definitely the worst of times and only 
Batman can set things right. 

Stepping into the hero’s cape and 
cowl, you'll have to rely on all your 
gadgets and fighting skills if you hope 
to be able to take on the likes of 
Black Mask, Scarface, the 


Hopefully, the extra time taken to polish and 
refine this title will be well spent. 


A Weather effects, like rain, will really give 
Gotham that dark, cold look. Uh... that cape 
is weatherproof, right? 


PN Tal Tat} 





Ventriloquist, Killer Croc, Mr. Freeze, 
Poison Ivy and the Joker. Stealth plays 
a very important role, so it seems that 
the game's early comparisons to Metal 
Gear Solid weren't completely 
unfounded. There’s just a much larger 
role on hand-to-hand combat to be 
found here. 













Good 
And Evil 


There are two sides to every 
Cee) eirlale pe feltnntel a MM (ll irel lfc) 
of that. For every person who 
inci] SSM aligned ate) com Syro)a(=INNN BLO cy 
Liay/arsaicoy dll alien 


4 The Commissioner, one of 
Batman's allies, has gone missing. 
Who's responsible? 

eae le) lea Clea tec 
threat to Batman than the clown 
prince of crime. What's he up to? 





Ubi Soft’s already announced a 
sequel to their Batman game, so it 
will be interesting to see what title 
comes out on top next year. Either 
way, there’s no better time to be a fan 
of the Dark Knight. Check out these 
screens to see what we mean. 

STEPHEN FROST 


Y With the targeting system, you can easily throw 
smoke capsules exactly where you want them to go. 
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Paes ai 


¥ Fighting alongside other players from around the globe will be one 
of the game’s biggest draws. You may even make some real-life friends. 


tee 
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Target 


Jonci: Yea, 


DVENTURES 


fter a good number of 

hours with EverQuest, 

we thought it would be 

proper to give a slightly 

opinionated preview of 
what RPG fans can expect from 
Sony’s online RPG. Logging on is quite 
simple, but you'll have to supply credit 
card information to cover the game’s 
monthly fee. After that, it’s on to 
creating your character and starting 
the adventure. Players will be happy 
to know that there's a large number of 
classes and races to choose from, but 
unfortunately the overall appearance 
of the various characters isn’t that 
varied. You can’t change much aside 
from the hair style/color and general 
facial features. Due to that, you're 
bound to see a lot of clones during 
your travels. 

Once you finish your character, 
you'll be dropped in the appropriate 
area of the world. There, you'll have to 
perform a number of minor quests in 
order to learn the controls and build 
up some experience. Obviously, 


/ PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 
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depending on your race/class, you'll 
have a different set of quests to 
complete. We really liked this 
approach, as it slowly introduces the 
player to this huge world without 
making it appear too daunting. By 
the time you're able to really go off 
on your own, you'll have learned 

all the basics of combat and the 
user interface. 

Traveling through the lands of 
Norrath, though, you'll soon discover 
that it’s not quite the prettiest place 
ever, especially when you compare it 
to the world found in the PC version 
of EverQuest: In a lot of respects, EOA 
appears more like a first or early 
second generation PS2 title. Still, 
despite that, there’s a huge amount to 
see and we've just barely begun to 
scratch the surface. Even at this point, 


With the popularity of EQ on the PC, the 
PS2 version is eagerly anticipated. 
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Divine Healing 


Dangers 
AT al ti 


atm aatem leis ema trlcatse 
models might not be so high, 

there are a ton of enemies for 
you to discover in EOA. 


[* >) Saas 


NAM A Ce Uy 
lands of Norrath. 


ci) 


I'm looking for a group 
Stonetiger shouts: were are the robes 
Skank shouts: y¥ 


UEST ONLIN 


Don't judge this MMORPG 
by ifs cover... 


we feel that FOA is definitely one of 
the more unique and deep experi- 
ences on the PS2. We just hope that 
depth continues and keeps us coming 
back for more. We'll see. Next month, 
we should have even more impres- 
sions on this ambitious title. Stay 


tuned. STEPHEN FROST. : or meena 
ere A The different lands still aren’t the most 
detailed we've ever seen, but the enemies 
are imaginative. 


A SOE’s latest beta of the game features 
better overall player and enemy models. 


www.psmonline.com 
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4 “I said ‘harness the power of weather, not 
‘summon a shower of feathers’—gah!” 


A Trust us, tieret Real is a monster in this screen. It’s 
just hidden by the game's truly dazzling attack effects. 


XENOSAGA 
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A Let’s see... sexy babes, robots, high-tech 


weapons—yep, the RPG goods are in place. 


A The concept of “morphing” party 
members isn’t new, but still looks great. 


First U.S. SC(2ENS of Namco’s potential RPG epic! 
















Namco is going all out to ensure that 
POCA MONRO M eM Ie melt irlte 
RPGs yet, but it’s not skimping on 
monster design either. Some of these 
PTO Yow] come (OWN NMR (=te) b= 


Ferme MCR MECC 
against in the game—oh, and it hates fire. 





feats exes iota 


nl 
de 
i 
A Magic, mechs, and morphing not enough? 


Some characters even resort to good ol’ 
fashioned firearms to ensure victory. 





RPG fans should ultimately be glad Namco 
didn’t forget about this title. 








> Don’t let her looks 
fool you—Shion is the 
game’s heroine, and 

knows how to handle 
a very big gun. 







aving nearly dropped off 
the radar in the past few 
months, Namco’s first PS2 
RPG has resurfaced in 
almost entirely translated 
form. Why the delay? Well, for one, 
localizing the massive amount of 
spoken dialog contained on the dual- 
layered DVD9 disc took up a lot of 
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the time between the game's mid- 
2002 release in Japan and the 
present. From what we've seen (and 
heard), however, the epic cinemas 
(which make up nearly 40% of the 
total game) will be well worth it. 

For those who don’t know, 
Xenosaga is the spiritual successor to 
Square's classic PSone RPG 


Xenogears, and follows space-faring 
adventurers as they battle a 
seemingly indestructible alien 
presence using special power armor. 
It’s big, packed with giant mechs, and 
looking good. Let’s just hope that the 
translation (with its dark undertones— 
enough for an “M” rating!) turns out 
as good as the visuals. RANDY NELSON 
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¥ The environments in Vexx are considerably large in both i 
width and height. There are generally several levels to them. | 
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in this game that will actually 
help Vexx out. Most of them 
just want to hurt him. 
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A slight delay for 
Acclaim’s dark 
action hero 












hile it appeared that 
Vexx was coming 
along nicely, the 
developers decided 
to move its release 
later into next year. According to 
Acclaim, the delay was to allow the 
game to be further improved and 
polished. Now, we're sure that pushing 
the title back definitely allows for that, 
but we also have a suspicion that the 
company simply didn’t want to 
compete against the likes of Ratchet 
& Clank and Sly Cooper. Regardless, 
let's hope that the extra time makes 
Vexx a better experience than what 
would have been had it been released 
for Christmas. 

Now, for those of you who haven’t 
heard of Vexx before, let’s give you a 
recap. Vexx is one of those reluctant 
heroes who's thrown into the role 
because of circumstances beyond his 
control. His grandfather is killed by an 
invading army—an army that has also 


> Vexx is a definite badass, but he also 
knows better than to get into a fight when 
he is outnumbered. 


enslaved his entire race. To put things 
right again, Vexx will have to begin a 
long quest that will take him through 
countless challenges, volcanic islands, 
underwater temples and even a 
enormous castle. He'll also have to 
solve numerous puzzles and take 
down a large variety of enemies in 
order to save his people and free 
his family. 

We've only had a brief hands-on 


time with the game so far, but we def- 


initely saw potential. With an 
improved framerate, clever puzzles 
and some intelligent enemies, Vexx 


could very well head to the top of the 


genre. And with no real competition 
early next year, the game could end 
up as one of the more talked-about 





titles of 2003. Let’s just hope that the 


game doesn’t end up like Turok and 
deliver far less than what’s expected. 
We'll just have to cross our fingers 
and hope for the best. STEPHEN FROST 


With intelligent enemies and clever puzzles, 
this game could be one of the best of 2003. 


4 Vexx’s magical gauntlets are the only 
real tools he has on his long, long journey. 
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Y The claws come in handy for grabbing 
onto ledges and sliding down poles. 










ICE NINE 


Forget Ml6-this FPS says bye to 
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Bond and hello to CIA black ops 


olid Snake is undeniably cool, but it’s high time 
we get to sneak around as an honest-to- 
goodness CIA operative. In Ice Nine, players 









A The guy in the middle’s packing 
some very serious heat—a boss 
character, perhaps? 






A The game’s settings will include city 
streets, terrorist outposts, and more. 


get to do just that—in first-person shooter 

fashion—while attempting to thwart a new 
computer virus (called Ice Nine) that’s somehow transmitted 
by power lines. 

Questionable science aside, the game 
appears set to shake up the stealth 
game norm in a number of ways. For 
one, players will actually need to steal 
fallen enemies’ clothing and operate 
undercover in order to obtain certain 
information. Borrowing a page from 
the squad-based shooter handbook, 
there will also be a sidekick character— 
named Layla—who will carry out 
objectives; but can she be trusted? 
Throw in multiple endings and the 
intriguing ability to play as a traitor and 
Ice Nine certainly sounds promising. 

RANDY NELSON 







¥ This is James Clayton, CIA operative. 

CRM te Merit a Uea 
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ey 8 
The ability to use disguises and “play both 
sides” should put a unique spin on the genre. 





v Enemies and 
EAT rz 
realistic squad Al. 
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Rockstar brings the GTA 
altitude to the racing genre 











A Rockstar has revealed to us that the 
selection of unlockable cars will actually be 
quite high—but will there be GTA golf carts? 


Sea Se 



















4 Just like in GTA: Vice City, riding around on 
bikes is one of the coolest aspects of the 
game. From zero to 60 in 4 seconds flat! 


t’s been a bit difficult to come 
up with some more exciting info 
about Midnight Club Il that 
hasn’t already been covered in 
our December cover feature, 
but we were definitely up to the 
challenge. Besides, we needed some 
enticing text to accompany these 


variety that’s required for a continu- 
ously high fun factor. There's also 
apparently going to be a considerable 
number of vehicles to choose from 
and/or unlock. Of these, it appears 
that the motorcycles are going to be 
the most popular, especially for those 
of you who played through GTA: Vice 
already delicious-looking screenshots. City. Next month, we should have a 
Obviously, the biggest __ —- more in-depth preview of how the 
change to this sequel, % . an game actually plays. STEPHEN FROST 
aside from the greatly Ry 
improved graphics, is the hoe 
fact that you'll be able 
to race in three different 
cities (Tokyo, Los Angeles, 
Paris) rather than just 
one. That alone 
should drasti- 
cally increase 
the length of 
the game, as 
well as add a 
large amount of 















Better graphics, motorcycles and a whole new 


ee should really rev this sequel up. 


A With their vastly improved Al, the cars you race against won't be so easily beat this time 
around. They’Il take smarter paths, perform crazier stunts, and really let you have it! 


eee 


4 Ash is the man when it comes to fighting the 
undead. Segal doesn’t even want a piece of this hero. 


EVIL DEAD: 


A FISTFUL OF BOOMSTICK back to life? 


ince the survival-horror 
title from Heavy Iron 
Studios didn’t quite do 
ustice to the Evil Dead 
license, THQ is taking it in 
an entirely different direction with 
developer Vis Interactive. Vis, you 
may recall, made State of Emergency 
for Rockstar, and it’s that same free- 
roaming brand of mayhem that 
they’re hoping to bring to this new 


treatment of the Bruce Campbell film. 


Chainsaw—check. Shotgun—check. 
Severed limbs a-go-go—definitely 
check. Anything else we need? 
There is actually a method to all 
this madness, just as there was in 
State of Emergency’s Revolution 


4 You'll always be able to carry two 
weapons at once... the chainsaw and 
whatever else you can find. 
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mode. As Ash makes his way through 
a hometown overrun by Deadites, he 
has to progress through bite-sized 
missions acquired from different NPCs. 
None of them are anything especially 
involved—mainly variations on the 
theme of escorting a friendly 
character or whacking a particular 
enemy—but it gives a little form to 
what would otherwise be a complete- 
ly mindless action game. 

Of course, if it’s completely 
mindless action you want, Evil Dead 
will certainly oblige you. Ash can 


The only thing that could make this game 
better is if you can hit yourself with a dish... 


4 Deadites like to attack in numbers, but 
Ash doesn’t care. He’s got a little something 
for all of them. 


it] PUB THQ | DEV VIS INTERACTIVE | REL DATE SPRING | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING MATURE 


none 


Can THQ bring the 
Evil Dead franchise 


readily dispense death (or whatever it 
is when the undead stop moving) with 
his chainsaw or the eponymous 
boomstick, spouting one-liners as fast 
as the bad guys leak blood, and the 
game engine supports the same keen 
body-dismantling effects as SOE. 
Sure, your mother wouldn't approve, 


The Evil Dead movies have all 
had their share of blood and 
flying body parts, as will this 
next game. Heads will 
Celsaiialio Nato) 


PRM trailer ee Ble 
ChiethCaCE ime mali scwe: | etl g 
EW viata 


but you should only play this game 
alone, with the lights out. 

Fistful of Boomstick feels like a 
sure-fire blend of license and concept, 
providing Vis can keep the action from 
growing too stale. If they’ve got it, 
we'll come get it anytime. 

STEPHEN FROST/DAVID SMITH 


A Considering the lackluster quality of the first Evil Dead 
game, here’s hoping this one delivers at least a little fun. ol 
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The gorgeously shined fighter 
gets a jam-packed sequel 








Staab aos 
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eleased late last year, 

Guilty Gear X proved that 

there’s definitely still a 

place for 2D fighters in this 

day and age. Now the 
series is back, and while it might not 
look that different based on screen- 
shots alone, there’s a lot more to this 
sequel than meets the eye. 

Nearly every aspect of the first 
Guilty Gear X is being improved in one 
way or another. For starters, there will 
be new characters, including returning 
fighters from the original PSone 
game. There are also some changes 
being made to the underlying fighting 
system, including combo breakers. 
Visually, the game's stage back- 
grounds are being fleshed out, and 
the characters are better animated. 





A “Joker to base: | have spotted Carrot 
Top on the beach. I’m going in...” 


With a more rockin’ music score— 
including new tunes—to boot, this is 
definitely one game that every 
hardcore fighting fan should have on 
their radar. RANDY NELSON 


New moves, characters, music, and visuals 
prove this to be more than a slight upgrade. 





A Even the game’s largest fighters move 
with smoothly animated grace. 


A The Dracula-like Slayer (left) is one of 
the cool looking, newly-added characters. 


Y The series is known for its over-the-top 
attacks, like this killer whale strike. 


















A Even the likes of the A-7 Corsair have 
been included for mission variety. 





AERO ELITE 
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COMBAT ACADEMY 


Virtua Fighter's creators try 
their hand at flight combat 












A Sega gets a leg up on the Ace Combat series by including helicopters in Aero Elite 
Combat Academy. They should make for some interesting air-to-ground missions. 





able missions, which should ensure 
plenty of replay value. It’s due out in 
March, so we'll have hands-on 
impressions soon. RANDY NELSON 


riginally released in 

Japan as Aerodancing 4, 

Sega’s popular Dreamcast 

air combat series is a lock 

for U.S. release on the 
PS2. Going up against the already 
established Ace Combat series, Aero 
Elite Combat Academy hopes to set 
itself apart from Namco’s game by 
taking would-be flyboys through the 
high-G ropes of becoming an ace 
fighter jockey—hence the “academy” 
in its title. 

Developed by Sega’s AM2 branch, 
the same bunch responsible for the 
company’s flagship fighter, this 
fighting game of an airborne sort will 
feature a hanger full of 60 real-world 
combat aircraft from around the 
world, including attack helicopters. 
Sega is also promising fully customiz- 





A Aferhansee in 13D? Hop into an F-14 Fai 
recreate Sega's hit arcade game... sorta. 


By including helicopters and a flight training 
school, this game could carve itself a niche. 
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A The reoccurring motif in the Clock Tower games is 
running. Most of the game is spent doing just that. 


Not as popular as Resident Evil, 
but definitely more disturbing 


he Clock Tower games have 

never really had the popu- 

larity of the Resident Evil 

series, even though they’re 

often just as scary and 
memorable. We assume that’s due to 
the fact that RE has always been more 
of an action-based game, whereas 
Clock Tower is generally more cerebral. 
It’s like the two franchises are on 
opposite sides of the gaming 
spectrum. That's why it’s interesting to 
note that the latest Clock Tower will 
not only be published by Capcom, but 
also co-developed by it, as well. 


A It appears that magic is going to play an 
important roll. We're just not sure exactly 
how it’s going to be used. 


Flagship, the company responsible for 
writing many of Capcom's greatest 
hits, will also be lending a hand with 
the game's storyline. 

As of now, information about the 
game is scarce, but we have managed 
to find out that players will take on 
the role of a character named Alyssa. 
Young in age, Alyssa lives in a 
mansion in modern day London and 
happens to be looking for her missing 
mom. One day, a mysterious stranger 
appears, offering his help. Reluctantly, 
Alyssa accepts and ends up ina 
strange world filled with evil charac- 
ters. Pursued by them, she'll have to 
use all her skills to escape and ulti- 
mately find out where her mother is. 

What's interesting about this game, 
and all the previous Clock Tower 
adventures, is that you don’t really 


The real horror with this title is that some 
mature themes may have to be removed. 


have any set weapons. You're limited 
to hiding and using the items around 
you to solve the different puzzles. In 
that regard, the player has to rely 
more on their brain power than their 
trigger finger. Another interesting 
point worth mentioning is that there’s 
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Resident Evil has always set 
the standard for chills and 

thrills, but Clock Tower has 

always been right up there 
with the scares. 


From bloody pianos to countless 
dead bodies, this is one of those 
Pera t ela c em relia) 
keep you up at night. 









still a chance that this game won't be 
coming over to the U.S. It apparently 
contains some mature themes that 
may have to be removed. As always, 
though, we'll definitely keep you 
updated on the situation. 

STEPHEN FROST 





¥ Some of the 
enemies can get 
downright disturb- 
ing, but they appear 
to be at least 
partially human. 
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4 Ramming your opponent into the turn- 
buckle should daze them enough for you to 
get in an extra hit or two. 


4 Along with the ten real artists, there are 
going to be a few dozen original characters 


that were created specifically for this game. 


















Def Jam 
artists, like 

Method Man, will 

have alternate 






in the ring. Bling, bling... 


few years back, the 
WWE (the former 
World Wrestling 
Federation) was 
mazingly popular 
and seemingly unstoppable. The 
brand was pretty much a license to 
print money and companies like 
Acclaim and, now, THQ greatly 
benefited from that. It seemed like 
every game that was released sold at 
least a million copies. Nowadays, 
though, things are a little bit different. 
Wrestling game fans are starting to 


costumes for their flings 


; DEF 
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Up to four players can compete agai 
Cae Lu meee Bs 
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VENDETTA 


Can EA lay the Smackdown on lhe WWEP 











JA 















lines and minor gameplay 
improvements and are 
looking for something 
new and different. 
Enter Electronic Arts. 
Some of you may 
recall the fact that EA 
‘< had the WCW 
2» rights before 
that company 
got bought out by 
the WWE. In fact, we did a cover on a 
WCW game that slated to appear on 
the PS2 last year. However, without a 
proper wrestling license, the project 
got put on the shelf and the thought 
of ever doing another wrestling title 
seemed unlikely. Strangely enough, 
though, it was only a short time later 
that the idea of merging wrestling 
with some other type of brand 
managed to surface. But what would 
that brand be? What are the kids of 


get tired of the same old story- 





today really into? Hip-Hop! Who's the 
biggest name in hip-hop? Def Jam! 
And, just like that, DefJam Vendetta 
was born. 


Vendetta doesn’t just have the 
benefit of the Def Jam name and 
the accompanying music, though. It 
also showcases one of the finest 


22 ties ; ae 
Along with Free For all, the other modes 
ta RSM ei EE Mele) 
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by Full Sail Graduate 
Brian Germain 
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Each of the ten fighting arenas reflect the personalities of a 
different hip-hop artist. In that regard, they are all very unique. 


BU Me Orem INA ec eM em smegma [aCe 
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The special moves, as well as the rope 
attacks, are over-the-top and fun to look at. 


grappling engines built by one of the 
greatest wrestling game developers 
ever... Aki. That is why a lot of people 
are excited about this title. Well, the 
fact that Redman, DMX and eight 
other artists will be in the game might 
help a bit, too. 
Having seen and played the game 
first-hand, we were definitely 
impressed by its graphics and intuitive 
controls. There aren’t any of the extra 
things you may come to expect, like 
heen ite pees or ean: but A Aki has improved its N64 wrestling 
what's here is definitely solid and engine with a more intuitive feel and 
appears to have a good amount of a deeper grappling system. 
depth. We'll have more of a hands-on 
report next issue, but wanted to give 
you readers a look at some of the 
newest screenshots this month. 
Expect more soon. STEPHEN FROST 


With the WWE on the wane, EA hopes hip- 4 Following in standard hip-hop 
hop characters will give the genre a boost. fashion, a pager will be the way to 
communicate with all your peeps. 
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Real World Education 


Game Design and 
Development 
Computer Animation 
Digital Media 

aaa 

Audio 

Show Production 


www.fullsail.com 


¢ Financial aid available to those who qualify. 
* Job placement assistance. 
¢ Accredited college, ACCSCT. 








Mature Sexual Themes 


Strong Lyrics PlayS fa) ate) aha 


Violence 
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GET THE MOST OUT OF YOUR GAMES > JANUARY 2003 










¥ The Hunter is the reward for finding all 
hidden packages. Be sure to use it for 
police vigilante missions (see the DVD!). 





STRATEGY 


EE) mA: Vice city 
Tony Hawk 4 










EE) Harry Potter 


CODES 


EE) LOTR: The Two Towers 
EEE} Red Faction 2 








EE) Robotech: Battlecry Tips, Cheats and Insider Secrets 












Win This Hot Deck!_-% )erhaps the greatest thing about Vice City bend these rules: Some devious expert tips and 
sige epee ny is it’s massive and open-ended enough so _ lots of creative codes. We've also uncovered 
p. 5 that each player’s experience can be plenty of secrets. 

different. There are so many methods to the PTT creo cURL aa ey 


We 
i i i PROC LIC Lees EV 
lst, 2 eee a Uae ches es Neen ie overwrite your 


Nj I 
progress NTU) save file patie icludes gamepla vii} 
: codes. Rockstar teh) included a warning about this | the 


ts can lower 

Peni Kedlce) 
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ae : ©) You'll get to know and love is. When you've lost HP, go to your game 

I’s Magic! ; re M3 : ¥ wiseguy Tommy Vercetti from the save locations and make contact with the 

Harry Potter, p. 89 5 3 y => get-go, so why not learn some save icon. After you either save or cancel, 
: ; tricks to help keep him alive, dress your health will be restored. 


him up as nearly all the characters in the 

game (trust us, this is very diverting—see Wanted Man 

this month's PSM DVD), and, in one case, kill | The save icon can also get you out of jams. 

him instantly. As long as you're not in the middle of a 
mission, you can overwrite save files. Load 

Vigilante Ante that most recent save and your wanted level 

Make sure to take time for odd jobs and will drop to zero. Your home bases will also 

vigilante missions, as they grant your provide you with a change of clothes that 

character with assets and advantages. will erase wanted levels of two or below. 


Best of all, there are plenty of Pay ‘N Sprays. 
Healthy Saves 
Aside from all the health lying around Tap and Run : 
Vice City, home is truly where the heart Interestingly, the more running you do 


>] www.psmoniine.com 





<< THE GREATEST THING ABOUT VICE CITY |S IT’S 


SSN tN] So te] Vr 
PLAYER’S EXPERIENCE CAN BE DIFFERENT >> 





throughout the game, the more Tommy can keep 
sprinting at any one time. Another way to help 
maintain your sprint is tapping ®) to the beat of a 
steady pulse instead of holding down the analog ® 
button until Tommy is exhausted. 


CODES 

Max Health mam@Q<_—Lot<— Jot 

Max Armor M@Ma®<—Lot<e Jot 
Suicide 2H) o<¢<¢cooen 

Raise Wanted Level By Two Stars 

amOme 3<¢73<¢7 

Lower Wanted Level By Two Stars 
MMOBDVTVTY 

Play as Dozens of Vice City Citizens (Keep inputting 
the code to change to new skins) 
273<€<TOwMmEeTI> 

Play as Various Story Characters (Note: There are 
problems using the citizen's cheat and the story 
character’s cheat in the same life. Also, do not 
contact a costume change icon.) 

Candy Suxxx 

Onl me  nMe®w 

Hilary King 

OOBnD > am®w 

Ken Rosenberg> a} 1 @ > @ a ® ap 
Lance Vance ©v<@©ou®m 

Love Fist] JoLw<ec@®oan®® 

Love Fist2 Om@mMoM>m<—®Om 
Mercedes mt @M>7mM5>TOO® 

Phil Cassady 9 Ot} oa>a@amM>© 
Ricardo Diaz oQonoamlomm 

Sonny ForeliOmOwm<ecOma®® 





The rocket launcher, behind the hotel near the airport, is 
one of the most useful free weapons. Be sure to pick it up 
any time you're in the area. 


WEAPONS 

Effective use of weapons is key to making it through 
many of Vice City’s greatest challenges. There/are 
nine weapons slots (not counting the “Martha's Mug 
Shot” camera), and there are several gradations of 
power with weapons in each slot. We recommend 
toying around with various weapons to complete 
missions. Try it out during ‘Sury Fury” 


TIPS 

The Right to Bear Arms, For Free 

There are tons of free weapons located throughout 
the city. Our favorites: Brass knuckles are located 
behind the Moonlight Hotel on Ocean Drive or on 
bouncers at The Malibu; the chainsaw is inside the 
apartment building next to the Ocean Beach Pay ‘N 
Spray; find molotov cocktails in front of downtown's 





Tacopalypse; the Colt python is behind a building in 
west Little Haiti near the red bridge; look for a PSG- 
1 sniper rifle on a Kaufman Cab billboard’s ledge in 
Little Havana; and the rocket launcher is behind the 
Hooker Hotel near the airport. The best way to 
stockpile effective weapons is through hidden 
packages; weapons will spawn at your hideouts. 


Toggle Targets 

The Colt python is perhaps the most effective 
weapon in the game, as it is a one-shot one-kill gun 
(except for SWAT or military soldiers). Although you 
can’t run with it, try using the python’s simple lock- 
on mechanics. Hold R1 and press circle while 
repeatedly pressing L2 or R2 to cycle between 
targets in your field of view. This works with other 
weapons, too. 


Shooting Duck 

Press L3 to crouch. This is useful for hiding behind 
ledges or walls. After pressing L3, if you press GD 
and © with certain weapons equipped, Tommy will 
stand and shoot the target. He will crouch again 
automatically as soon as you release GD. 


Cocked Punch 

For some really good fun at others’ expense, try 
running around and holding circle. Tommy will cock 
his arm back, ready to punch. Release circle when 
you're close to pedestrians or cops and get them 
chasing after you. Now try this with the Katana... 


Ammo Sharing 

There are four weapons in the uzi slot, which is 
used for drive-by’s: TEC-9, Ingram MAC, Uzi 9MM 
and the MP5. Interestingly, all of these weapons 
share the same ammo. ‘A goodiidea is to stock up 
on the ammo of a lesser gun-(the first three) at 
Ammu-Nation or.hiddentocations and then pry an 
MP5 (the most powerful and accurate in its class) 
from the cold-fingers of an FBI agent. 


CODES 

Weapons'#1-(brass knuckles, katana, grenades, Colt 
python, stubby shotgun, Ingram MAC, Colt.M4, 
rocket launcher, PSG-1) 

omoawme Jotell<e 

Weapons #2:(brass knuckles, bat, molotov cocktail, 
Colt 45,-chromed-shotgun, TEC-9, Ruger, 
flamethrower, sniper rifle) 
BMoomoawmel stT< >t 

Weapons #3 (brass knuckles, chainsaw, grenades, 
Colt python, spaz shotgun, MP5, Colt M4, minigun, 
PSG-1) 

MeameLotevly 






4 You can either buy Sunshine Autos and collect cars to 
unlock a Hotring Racer (from Hyman Stadium), or you can 
simply use a cheat... Your choice. 
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VEHICLES 

Getting around on foot is for suckers. There is tons 
of fun to be had with other people's rides, and 
there are more types of vehicles in Vice City than in 
Liberty City, including motorcycles, helicopters, 
planes (that really fly), and a greater variety of 
boats and autos, all yours for the taking. 


The Hunter Hunted 

There's been great debate on the best way to steal 
the “Hunter” (an Apache attack chopper, your 
reward for finding all 100 hidden packages) from 
Fort Baxter. We've found several solutions to this 
problem. The easiest seems to be using a chopper 
to land in between the Hunter and troops at the 
base: Their view of the Hunter is blocked, and they 
won't fire on your original chopper because you're 
not in it. Riskier ways include engaging the enemy 
from the rooftops or using the blades of the first 
chopper to dice the troops (as shown on this 
month’s PSM DVD). But keep in mind you can 
simply waltz into the base with a cop's uniform on, 
in which case you won't be fired upon. Be sure to 
snag the 5-0’s brown duds from the locker room in 
the Washington Beach Police Station after you 
complete the “Copland” mission. By the way, we 
highly recommend using the Hunter for the police 
vigilante missions. You can easily reach level 50 and 
higher, making tens of thousands of dollars per level 
completed. Pass level 12 and get 150 max armor. 


Crotch Rocket 

Be sure to use the PCJ 600 for unique jumps. It 
can fit through tight spaces and has the best accel- 
eration: Hold on @ (the handbrake) or @ and rev 
the engine, and release the brake to accelerate in a 
short distance. Also, if you slightly press forward on 
a PCJ (or other motorcycle) Tommy leans forward 
and his position is a bit more aerodynamic, slightly 
increasing speed. Surely by now you know that 
most motorcycles can pop wheelies and do 
“stoppies” But have you tried doing a wheelie and 
rolling over cars? A good place to always find a PCJ 
is on Ocean Drive, near the Colonel’s yacht, and in 
Howlin’ Pete's shop across from the downtown biker 
bar (just break the glass). 


Faggio Not So Saggio 

Faggios may be the weakest thing in the whole 
game, except in one respect. You can do a hell of a 
stoppie on a moped. Build up what little speed you 
can, hold gp and @ while pressing forward. As you 
start leaning forward, release @ and press ®). The 
faggio will start accelerating and moving while 
holding a stoppie until you lose control. 


Help with the Whirly Birds 

Contrary to popular belief, you can indeed do a 
drive-by in a chopper; you just can’t see what you're 
shooting. Select the “cinematic” viewpoint by 
pressing the pause button and use your @ or GB 


and ©). Press L3 to hover, or to slow down quickly. 
Finally, be sure not to get inside a chopper with the 
Dodo cheat activated—you game will immediately 
freeze up. 


Vehicles, No Money Down 

In addition to the locations for PCJ 600’s, it’s good 
to know where you can find both fast and strong 
cars. You can always find an Infernus at the North 
Point Mall garage or on Starfish Island. And look for 
a Patriot (a Hummer) at Prawn Island's Film Studio 
or at Phil's in Little Haiti. After you complete Steve 
Scott’s tasks, you'll find the skimmer (an operable 
plane) parked near the Prawn Island bridge. 


The Getaway 

If you know you have to make a quick getaway, hold 
@ when you exit the car (pressing ®). This keeps 
the door open, allowing you to take less time to get 
back in the car during your escape. 


Mmmm, Donuts 

To do perfect donuts in any vehicle with wheels, 
stop and then hold both @ and ®) while pressing 
€ or >. A protractor couldn’t do it any better. 


New Mission Directives 

In “Guardian Angel,’ you can purposefully fail the 
mission and take home the bulletproof Admiral to 
keep as your own. Similarly, beat Hilary in the race 
of “The Driver” and wait at The Malibu until you see 
the bullet-proof Sabre Turbo crash into the wall. 
Take it to a garage, but make sure you push it in 
rather than drive it (otherwise it might disappear). 
Try finding a way around the self-destruct timer for 
the tank in “Sir, Yes Sir’ 


Hit the Switches! 

Hydraulics aren’t only for cabs. Go to Little Haiti and 
relieve someone of their old-school Voodoo (there’s 
often one near Auntie Poulet’s). Press L3 and then 
control the hydraulics with your right analog stick. 


Another One Rides the Bus 

If you want to make money the slow painful way, 
you can jack a bus and do the bus route. Look for 
bus stop signs and you'll get five bucks a pop for 
taking on passengers. 












CODES 

Dodo Cheat (Note: Do not operate a helicopter or 
your game will freeze.) 

5 eOnwnlaw 

Cars Float on Water 

> @eOnwnOam 

Flying boats (Note: Helicopters can be flown when 
this code is activated.) 

BOT >a9>1TO® 

Vehicle health cheat (Note: Same as Tommy’s 
health cheat. No changes will be made visibly to 
damage model. Perform when inside damaged 
vehicle.) 

MBmMO@elote vot 

Make cars explode 
Beownwnwne®@®OOuwnm 

Slightly increase vehicle's top speed 

5 @7f eo <ooom 

Very tight handling for cars (press L3 to jump) 
©4oao<ecoonem 

Change Vehicle Wheel Sizes\(repeat to change 
more) 

@®@O >HOTVO 

Aggressive Traffic 

BOon<oaonnw™ 

Black Traffic : 
Ontac®aaeO 

Pink Traffic ee 
On/Jo<®©anms® © 

Bloodring Banger#1 : 

£2 7° 05708 

Bloodring Banger #2: 
JnOnwmeawnec 

Hotring Racer #1 

MOB >OM®OOm 

Hotring Racer #2 

@n© -aM>tOn 

Caddy 

Onmtaw®©awmO® 

Love Fist Limo 

@Tte<e¢<¢oawne> 

Rhino Tank 

©OMOQOODaDOO® 

Romero's Hearse 

le loaun<camer> 

Sabre Turbo 

5b owm®awmoOec 

Trashmaster 

©OnOme¢awneo> 


CHARACTERS AND ENVIRONMENT 
Vice City is one of the most organic game worlds 
yet created. And again, Rockstar designed Vice City 
to be customized. Part of your overall experience 
should be to see how the game world exists on its 
own and, more importantly, how it reacts to you. 


TIPS 

Eavesdropping and People Watching 

The behaviors of non-player characters (NPCs) are 

often hilarious. Be sure to try listening in on their 
conversations. Literally thousands of lines of 

dialogue have been recorded to flesh out both 

this game's story and the behavior of its citizens. 
Generally, our favorite place to catch an earful 
is along Ocean Drive near the lighthouse 

1) during the day. NPCs will marvel at an 
explosion or when someone has been run over. 

Cause these and other events and listen to their 

reactions. In crowded areas, like the mall or The 
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Malibu, you can stir up a lot of chaos and watch big 
crowds duke it out in small riots. Make sure to 
check out your options in customizing the NPCs. 


CODES 

Pedestrians Have Weapons 

BMDOOOO?NY 

Pedestrians Attack You (Note: Use “Pedestrians 
Have Weapons” cheat first and then input this code 
to really cause yourself some trouble.) 
Vttt®aann 

Pedestrians Riot 

le? <®oeowmw 

Some Women Follow Tommy (see this month’s PSM 
DVD) 

©O®©2DMH®O®LO® 

Bikini Girls With Guns at Starfish Island Mansion 
(Note: They replace your guards and drop their 
powerful Colt M4s when killed.) 

200On< anne 

Police return From Dead (this usually takes a while 
to start working) 

Onlae<c®an>® 


Everything in slow motion 


@1t2>/Oam 

Speed 8 the game clock. 
Somamaeemsos 
Normal weather” 7 
a@noneny 6: 


Rainy weather 


MODoaewm© § 
Foggy weather ~~ 

© CO 
Overcast { 
a@unanae 
Sunny weather 
B®onuwnwn® 





4 The co-stars are reunited on the high seas! 


VICE CITY SECRETS 

Simply put, Rockstar North (formerly DMA Design) 
has a very cheeky and bawdy sense of humor. Vice 
City is packed to the hilt with in-jokes, references to 
Rockstar and the Grand Theft Auto series, and 
innumerable jabs poking fun at something or 
someone. Here is but a short list of the things 
waiting to be found. 


THINGS TO SEE AND DO 

IN VICE CITY 

Home-Base Hero : 

Some of the greatest mementos from Vice City can 
be found right at home, provided that you've pro- 
gressed through a large portion of the game. 
Clearly, the Ocean View Hotel and Starfish Island 
Mansion are your two most prevalent home-bases, 
so they are the best places to look. In the Ocean 












View you will 
eventually be able 
to find barrels of Phil’s boomshine, a “headshot” 
trophy from the shooting range, a hidden package 
broken open, and two large posters of Candy Suxxx 
and Steve Scott's very tasty high-art films Closer 
Encounters and Bite (the one for which you littered 
Vice City with flyers). Take a closer look at the 
coffee table, and you'll see spoofs of Time Magazine 
(Crime Magazine has a picture of Diaz) and ERSE, a 
play on EDGE, one of our favorite magazines of all 
time. At the Mansion, you'll find various trophies 
from events at Hyman Stadium, the shooting range, 
and some very risqué pictures and a poster of 
Candy Suxxx. While you're there, don’t forget to 
notice how the mansion falls into disrepair: There 
are pizza boxes and bottles everywhere, the 
paintings are all off-kilter, and someone has drawn a 
mustache and horns on an old picture of Diaz. 


Memories of Candy 

Speaking of things like the movie Bite, be certain to 
finish Steve Scott’s missions, after which, with a little 
patience you can eventually track down a large, 
inanimate shark trolling around in the waters of 
Vice City—it’s just like the one on the set at 
InterGlobal Films. And thanks to you there will be 
Bite flyers literally everywhere. There are also some 
very naughty black and white and color photos of 
Candy in your mansion. And every night you can 
see your handiwork from the “G-Spotlight” mission 
downtown. Yowzaa! 


New Acts at Pole Position 

We couldn't help but notice that there is a different 
stripper in the first room in the back hallway after 
you first buy the place. Be sure to spend $600 on 
each stripper. Much to our surprise, another act 
with a woman wearing a white cowboy hat (who 
doesn’t charge you) will eventually perform. There 
are several unopened doors at the Pole Position, 
which forever begs the question of whether there 
are things you can do to unlock them... 


Devil Moon 

You'll notice that the moon can be bigger on some 
nights than others. Well, you can have control over 
exactly how big you'd like it to be. Simply take out 
your PSG-1 and snipe it until it reaches the size you 
prefer. Sniping also changes the size of some 
garbage bags. 


Thor’s Hotline 

We can’t help but listen to talk shows on the radio 
over and over. We've heard Thor’s ramblings too 
many times to count until it dawned on us that we 
ought to actually call the number he mentions: 
866-PILLAGE. Sure enough, you can call it and 
hear Thor talk about a broad range of topics, and 
no, it doesn’t really cost you $175. 


Beach Ball Mini-Game 
At a pool on Starfish Island you can consistently 
find, of all things, a beach ball (we've also seen it in 





= \© and on Ocean beach). If you run 

\ into the beach ball it will rise in 

)) the air. Stand in the balls shadow 
as it falls and it will bounce off 
your head. A number will float 
™, above your head for each time 

you bounce it, something of a 
mini-game. We're not yet sure of what the reward is 
for this... 


Phil is Bill? 

Let’s just say that Vice City’s Phil bears an uncanny 
resemblance to our own Bill Donohue. You should 
be sure to check out Phil's trailer after you've 
bought the property and have delivered him to the 
hospital. Chicks and guns indeed... 


Rockstars, Literally 

You've seen the Rockstar logo on several billboards, 
but you've probably never noticed that it is a con- 
stellation. When the night is darkest, look to the 
eastern sky and you'll see a giant R with a very 
bright star at the lower right of the letter. 
Shameless, and crass... 


GTA References 

In addition to the classic advertisement poster of 
GTA3 in your Ocean View Hotel room, you can find 
screens of the original GTA behind the counter at 
the Tarbrush Café in North Point Mall. Take a closer 
look inside InterGlobal Films and you'll find pieces 
of sets that will remind you of Bolt Burgers and 


portions of the Red Light District from Grand Theft ‘4 


Auto III. Look on the walls of a store called 

“Rockstar Video Games” just up the road from 
Pole Position and you'll see familiar faces 
from character art of GTA3. 


Pogo the Monkey Arcade! 
We loved the Pogo the Monkey 
radio ads from GTA3. In Vice City, 
you can find at least two Pogo 
the Monkey arcade machines 
(the game looks like a Mario rip- 
off), and they actually play a 
song! Go to the pizza place and 


Wie Gia ete] eee bes ay 


Watch the skyscrapers just north of The Malibu, 
oh, around 23:00. You'll see what we mean. 


Scarface was a huge inspiration for Vice City 
(you may remember the Scarface soundtrack 
comprised one of the stations in GTA3). The 
bloody bathroom where you find the chainsaw 
and the Starfish Island Mansion (especially all 


the monitors) are straight out of the movie. 


Northeast of Little Haiti's Café Under The Tree is 
the “Fudge Packing Corp” 


Around the docks are securicars for the 
company “Gruppe Sechs:’ Sound that out. Rip 
off the back doors and you'll find “loot” 


Look in the toll booth at InterGlobal Films for 


\ | the sand dunes at the golf course 





























> Jump from the top of the spiral stairs inside 
the lighthouse and a Matrix-style time 
stoppage will happen before you fall. Once 
on the ground, look up in first-person 
and rotate the view. Try not to get sick. 


Stand in front of an oncoming car and snipe 
the head of a driver. Get in on the passenger’s 
SelMeOM NEO MM UeN NVM eo COU MUT=Me(s-(e8 


Scare people into the water on the docks by 
TUnt=W Fe aLanreleKy=Mn | aTenN OUR Lm UTM Corea 4 
bodies, they sometimes levitate or roll over 
and sink, 


Jump from a rooftop onto pedestrians below 
and you can stand on their heads. 


Jack a car with a passenger and take it to the 

the stairs of the downtown VCPD heli-pad. 

When you stop the car the NPC will go crazy 
Tater am aera al arom LC a= lL 


Kaufman Cab Co. in Little Haiti. At Pogo’s side you'll 
also find two Degenetron arcade machines, the 
games of which are described 

on some Vice City 
radio spots. 


some raunchy posters. On the outside walls 
find the posters for Boy Scout Zombies and 
Mad sich) Pek Ee a UROL ale) .<) 
like Bonera. 


Fly a chopper over Starfish Island mansions. 
One of them on the northern end has a pool 
that looks like a woman in a bikini. 


If you can wait long enough, in the waters 
around vice city you might eventually see 
schools of fish, turtles, and, FYecla Steve Scott's 
shark. If you take a boat south of the two ocean 
freighters, you'll see another freighter sunken 
eee 1dg RUM elle 


Be prepared if you agitate any female bar 
tenders in Pole Position or The Malibu. 


Coe aati ed ar eaesxers)e10)| sarelare amt (otsye | ayo 0 
There are stats for each. 
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TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 






on February Ist. If there are multiple 
winners, the final winner will be 
___ decided by the best paragraph that 
_ explains why you're the winner. Send a 
picture or a videotape (non-return- 
able) and a short paragraph explaining 
__ why you're the winner. Sorry, no e- 
mail entries! Due to legal constraints, 
this contest is open only to readers 
living in the United States, age 18 
years or older. . 


SEND YOUR ENTRIES TO: 
PSM January Challenge #1 (the 
challenge you're entering) 

c/o Future Network USA, 

150 North Hill Drive, Brisbane, 
CA 94005. 











Mit 


Challenge #1: Tony 
Hawk’s Pro Skater 4 


¥ Arocket pack is cool, but when 
Jango Fett wants to travel in style, 
he rides like the Hawkman. 


2 ; Ma, 
_ 
; a Bie 


TONY HAWK PRO 






~. ag ga 
ae SS 


SKATER 4 









Macken Aen ema n=) (= 1ay243) 
AUT ane naa Paella MCMC L AY oH | 
LUN ny em Unr-LMn TL ex oye lee] cmt) 
men from the boys. Are you 
up to it? 


It’s simple. Get the highest 
possible combo score you can. 
You can skate on any level, 
and with any skater. 


All we need to see is a 
photograph or videotape that 
clearly shows the final combo 
score, accompanied by a 
letter that states what your 
combo score is and explains 
why you deserve to win. 


THIS MONTH’S 
PRIZE PACKAGE 
Here’s the reason there's only 
one challenge this month. The 
prize is one official, 


100% authentic A 
Birdhouse skate deck, = 


autographed by the ee 

one and only Tony 

Hawk himself. You'll 
have to supply your ANY /'< 
own wheels (and ne) 

medical insurance), #7, 
but if there’s any 
cooler deck in the 


seen it. / é N 


eS e) 


Kingdom Hearts 
Ray Elkins, Murray, KY 





We 
Harrison Atkins, Roanoke, TX 


Armored Core 3 
Mark Tosto, Florissant, MO 


Shs yatta 8b) i) 8 








Super Secret Non-Special 
Specials ? 





Double tap tricks are nothing new, but 
THPS4 ups the ante with wicked triple- 
command tricks: 


TT© Sal Flip 

VV®@ Ollie North 
*O©OOO@ Triple Impossible 
V@O@@O 540 Shove-It 
>O@0@® Triple Heelflip 
<@0®O Triple Kickflip 
Secret Characters for Sale 


Metal Head: Eddie (Iron Maiden’s 
Mascot): $9,000 

Star Warrior: Jango Fett: $9,000 
World's Toughest Pro Skater: Mike 
Vallely: $9,000 

Hot Chick: Daisy: $15,000 and 100% 
game completion 


TROUBLE SPOTS AND GOALS 

Kareem Campbell's Pro Challenge in 

San Francisco 

@ If you're having trouble pulling the 
advanced combo over the gap, try to pull 
most on the flat of the roofs. You don’t 
need to pull them all over the gap. 
Rather, a gap trick merely needs to be in 
the chain. Pull two on one roof, one over 
the gap, and the last two when you land. 


Bucky Lasek’s Pro Challenge in the 
Shipyard 

If the big combos on the crumbling ramp 
in the shipyard are giving you grief, head 
toward the rail at the edge. Don’t waste a 
special grind on the low combo chal- 
lenges. However, on the last combo 
(250,000), nail some special airs linked 
together and then manual to the rail, 
which continues uninterrupted around 
the entire area. A few special grinds with 
some flip tricks in will put you over the 


mark with relative ease. 


Feed the Sea Lions in San Francisco 
First grind the short bench behind each 
fisherman, where the tackle box sits. 
When they turn around, grind the rail 
where they were standing. The fish will 
drop in and the sea lion will go for it. 


Manual the Switchbacks in Alcatraz 
This challenge is insanely hard, but you 
can make it easier on yourself by using 
the ten seconds in the beginning to max 
your special meter to increase balance. 
Do some flatland tricks with some flips 
thrown in as soon as you spawn. As the 
time runs out, jump into the manual and 
hold it to the power plant at the bottom 
of the run. 


Open the Aquarium at the Zoo 
You need aquarium access for some 
gaps and for the penguin challenge. Hop 


Coe es eo 
reise 


Batence @ 





A Jango’s not the only hidden character—looks 
like someone at Neversoft is an Iron Maiden fan. 


onto the octagonal roof of the coffee 
shop near the zookeeper with the 
elephant. Ollie from the roof onto the 
elephant’s head. Wow—that is one 
p.o‘ed pachyderm. 


Save the Power Line Birds at Kona 





Can't get the little buggers to stay away? 
The trick is to hold the lip trick until 
you're prompted to drop back in. Can’t’ 
even find them? Look for the bird 
droppings on the coping of the ramp. 


Grind the Four American Cars in 
London 

Grind the first car (silver), but DON’T 
ollie off. Instead, hold the grind and you'll 
transfer to the grind toward the second 
car (blue). Ollie into a grind on the 
second car. Manual toward number three 
(black), grind it, and then hold the grind 
and transfer to a curb grind again. Hold it 
until the end and then ollie into a grind 
on the last car (blue). 


Don’t Boot on the Rides at the 
Carnival 

The hard part of this tricky challenge is 
riding the Ferris wheel. | know you can 
get there, but odds are that you're 
having trouble triggering the challenge. 
You have to hold a lip trick on one of the 
cars until the game prompts you to move 
on. Easier said than done, but not so bad 
when you know what you have to do. 


Ride the Entire Coaster at the Carnival 
First, get to the roof, and don’t bother 
with the spine transfers from the ground 
level. Instead, take the elevator, which is 
across the walkway from the Rock'n 
Rock’itz ride. It will take you directly to 
the platform at the coaster. Wait until the 
second train is about to peek at the 
platform. As it reaches the platform, 
jump on the track and grind in the same 
direction as the coasters move. This way 
you won't run into the end of the first 
coaster and you'll make it all the 

way around. 
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Magic Tricks! 








Sneak Like an Elephant 

When you drink the potion and take on Doyle's 
appearance for a while, make sure you get caught 
several times by the prefects patrolling the halls. 
Because you look like Doyle, they’ll deduct house 
points from Slytherin house every time you get 
caught. 


Double-barreled Dueling 


To make wizard dueling a snap, simply reverse any 
incoming attack with Diffendo, then follow up 
immediately with a half-charged Flipendo. The Al 







THE LORD OF 
THE RINGS: 
THE TWO 
TOWERS 


Pause game, hold 
down @@Mo@e, 
and enter code. 


Restore Health @®V@t 
Restore Missiles @VOt 
Gain 1000 exp QV 

Level 2 skills © >»0> 
Level 3 skills @r@r 
Level 4 skills @<O@ec 
Level 5 skills @Q@VY 


Additional codes unlocked by beating game: 


Always devastating @@OO 
Mini-enemies ©O@@®@ 
All skills ®O@O 
Invulnerable ®O®©®O 
Slow-mo ®O@® 
Infinite Missiles QOC® 


design and related mark 


Ry 
os 

D 

% 


HARRY POTTER 


will nearly always deflect your 
first deflection back at you (so have another 
Diffendo ready), but will almost never catch the 
follow-up blast. 


Ride the Lightning 


The climactic battle with the basilisk is easy if you 
know what to do. First, grab the sword, and use it 
to shoot lightning at the giant snake when it rears 
up, exposing it’s belly. Now, here’s the secret: you 
actually have to steer the lightning bolt with the 
analog stick, so that it hits the black, diamond- 
shaped mark on the snake's throat. If you do it 
right, silver sparks will shoot out. When the sword 


ae 






q ey for the basilisk’s diamond-shaped weak 
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the procedure. 


is knocked from your hands, get it back and repeat 
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ROBOTECH: 
BATTLECRY 


Looks like we owe both TDK and our readers an 
apology. In our December issue, we accidentally 
printed the wrong key sequence to bring up the 
code prompt for this game. Sorry about that, 





everyone. Here’s the correct method, along with the 


codes. Enjoy! 


Go to the “New Game” screen, not the Main Menu. 
While holding down the trigger buttons press 
€4V@ > @®. This will take you to a screen 
where you can type in the following codes. 


Gunpod ammo refreshes faster SPACEFOLD 
Missiles refresh faster MARSBASE 
Both guns and missiles refresh faste MIRIYA 

Enable one shot kills 
Enable one shot kills in sniper mode SNIPER 


Unlock new paint schemes MISSMACROSS 
Unlock all levels WEWILLWIN 
Unlock all models and awards: WHERESMAX 
Create invincibility SUPERMECH 
Flip everything upside down FLIPSIDE 
Unlock all multiplayer levels MULTIMAYHEM 


BACKSTABBER 


MN 


5610V600048 





_, 4 Better dead than red? Not 
| with these codes... 
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Unlock All Cheats 
Unlock Levels 
Unlock All 

Super Health 
Infinite Grenades 
Directors Cut 
Walking Dead 
Gibby Ammo 
Extra Chunky 
Infinite Ammo 
Wacky Deaths 
Rain of Fire 
Rapid Rails 

Gibby Explosions 
Explosive Personality 
Win Game 
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©ODOO@VO® 
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©©2@®OOOOO 
®@O®OOO 
O®OOB®O®O 
©Q0®OOOBO® 
QQ@QO@QOO® 
QQOWQQOQOG® 
OQOOOH@OO 
OO©B®OOQOWL® 
©@O©OOOOO 
©OOGQOOOOO 
QOOO®Q®LO® 
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Meet the world's most notorious drivers 
on the streets of LA, Paris, and Tokyo. 





Choose from the latest performance enhanced There are no rules - drive anywhere in the 


vehicles and compete to make a name 


Violence 
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city. Find the fastest route to win. 
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Sony Computer Entertainment Inc. Angel Studios and the Angel Studios 
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Games logo are trademarks of Take-Two Interactive Software, Inc. The 
ratings icon is a registered trademark of the Interactive Digital Software 
Association. Copyright 2002. All rights reserved. 















PlayStation. 








The Future Of Illegal Street fatal Te 
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LOS ANGELES / PARIS / TOKYO 





The Midnight Club is now open to motorbikes. The cops know you are out there -. Use tricks to gain an edge or just to 
Take advantage of the speed and control - but don't get caught. : show off. Style is almost as important 
Le) Lee Ie 2)61@ cel) es) lee Ema) 612 





-JANUARY2003 - B 


WWW.ROCKSTARGAMES.COM/MIONIGHTCLUB2 








ee, : 
(Sony) have spoken, so PS2 gets a 


RANDY’S TIP 

OF THE MONTH: 
Rather than fighting 
with enemies, I’ve 
found that if you just 
stop for a moment and 
try to see things from 
their point of view, you 
can usually resolve 
your differences 
without violence. More 
often that not, their 
aggression is based 
purely on misunder- 
standing, or the fact 
that they’ve had a 
troubled childhood. 
Sometimes, even a 
simple “Hey, why don’t 
we just be friends?” 
will do the trick—and 
save a lot of hurt. 


TalkBACK 


EACH MONTH we post a new question 


MOU NS esicwela Tulasi ele) 


ERIC 


print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


Sem yet ee 
“Now that.PS2 is online, what will be the 
next step for the console?” 
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Pease: 





WOW! We can now play the PS2 with 
gamers around the world. | truly believe 
Sony will now concentrate on the PS3. 
Virtual Reality anyone? Imagine being in 
the game with full voice recognition capa- 
bilities and full body motion recognition. 
Take a look at Sony’s ad campaign? Live 
in your world, play in ours... 

David Armendariz, San Diego, CA 
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E-mail: 
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ant pb ESSAI Sine seek ca feet 
censored version of Acclaim’s BX XXX. 


Darrel, dardedsar@aal.com 


rN This pic of the PSM crew was taken just moments after 
they’d convinced Randy that he could take Mike Tyson. 





Why are games so short now? | mean, | beat 
Metal Gear Solid 2 in 12 hours and 8 minutes, 
which isn’t really that long. | also beat Escape 
From Monkey Island in 5 days... 5 DAYS! Why 
can’t there be more games like Grand Theft Auto 
3, which, in my opinion, is the greatest game 
ever? If there are any game developers listening, 
ask yourselves, why would any one buy a $50 
game which they could beat in 5 days? 

Jason DePina, JasonDePina@msn.com 


There’s been an argument put forth 
by developers that shorter game length is 
the result of higher development costs and 
shorter development cycles. Luckily though, 
we're starting to see more games (like G7A3) 
that buck the norm and offer loads of 
replay value, be it through overall game 
length, mini-games, or multiple endings. You 
have to remember, too, that not all gamers 
want a 150-hour epic. A lot of them want 
something that lasts a decent amount of 
time and can be completed without too 
much of a life long investment. 





| think it would be cool if a site was made 
for each game, and upon uploading the 
game disk into the PS2, you're automati- 
cally taken to the site, where you can chat, 
make challenges, look up any info/cheats 
on the game, or just play the game. 

Eric Tacti, NY 


To hire the Mafia and have them destroy 
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every XBox in the world! MWAHAHAHA! 
Daniel Acevedo, Chula Vista, CA 


Maybe Sony will add a hovercraft feature, 
so we can fly our PS2s around. 
Hal L, Livingston, NJ 


The next big thing is gonna have to virtual 
reality. Not just the visor, but the hand and 


DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 





A Randy felt safe and secure after he put on his 
“Deadline Defender 2000”, by Safeco... 


7mm ee MTT) ma CS 
riter Reamer 5000”, by Sharpco! 


| am invisible... 
lke the wind... 


e y 





7 Ouch! 
Watch the 
mask! 
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leg things, too. Complete and total 


Now that the PS2 has gone online, the 


| have two questions that refer to Issue 61: 
1. Under your list of games shown at E3, there 
was a Jurassic Park game being produced by 
Universal that was supposed to come out this fall. 
Well, I've been checking the lists of new releases 
and the game hasn’t appeared since. What the 
heck happened? 
2. In the same issue, Steve said that beating /co 
unlocked a two player mode. I've beaten the 
game about 3 times since then and | still don’t 
have a two player mode. Was that an error? If 
not, how do you do that? 

Robert Reed, Omaha, NE 


1. The game is still in development 
but has apparently been pushed into early 
next year. It should be on store shelves 
around March. 

2. It appears that my evil twin answered 
that question, as there is no such mode in 
the U.S. version of the game. However, I 
seem to recall that a two-player mode was 
included in the original Japanese version. On 
another related note, /CO is being released 
for the PSone in Japan, but a U.S. version 
seems doubtful. 


| want to tell you guys about an interesting site | 
surfed into the other day. The address is 
http://www-airplay-campaign.co.uk. The site is 
about how games are a ‘rip-off’; it says they are 
severely over-priced and should be at least 20 
dollars cheaper than they are now. | kind of 
agree with it. They propose a protest, from 
December 1st - 8th; no one should buy any 
games at all. I'm not the dude who started the 
site trying to spam or anything, | just wanted your 
guys’ opinions on this. 

Robert S., lemming_2@hotmail.com 


This is a really tough issue to debate, 
because there are strong arguments all 
around. Yes, games are expensive, and the 
continuing success of bargain-bin games 
seems to indicate that people like ‘em 
cheap. However, very few games actually 
turn a profit even at current prices, and as 
Peter Molyneux says in an interview on this 


playing against online. That would be cool. 


very site, it could be a situation in which 
people are going to buy a certain number of 
games anyway, regardless of how much 
they cost. If that’s true, lower prices would 
not necessarily increase sales enough to 


offset the publisher and developer’s af 


decreased profit per unit sold. 
Ultimately, | suspect that what you're 


going to see actually happen is that the big-_ 


budget, triple-A titles will stay expensive, 
but more and more lower-profile games will 
hit the market at mid and bargain prices. 


| just finished reading the review for NBA2K3 and 
| am disappointed. No... disappointed is an 
understatement, | am disgusted. That is simply 
the best hoops game ever made and for PSM to 
say otherwise is pure nonsense. Here's the best 
analogy | could come up with. When played head 
to head, Metal Gear Solid feels a little slow, a tad 
unexciting in comparison to Syphon Filter Does 
that make it the better game?No! So say that 
that you had more fun with your gimmicky 
“freestyle control”, but acknowledge NBA2K3 as 
the best. Any game can give can give you a thrill; 
it takes a real game to give you an experience. 
rufus, rufus_vil@yahoo.com 


As always, we stand by our reviews 
and totally agree with Dan Egger on his 
opinions of the two hoops titles. NBA2K3 is 
definitely a better overall representation of 
the real game, but that doesn’t necessarily 
make it the most fun. In fact, in general, as 
things feel more realistic, they tend to lose a 
bit of fun. Regardless, both Live and 2K3 
are great experiences. It’s just that Live 
tried something completely new and we 
wanted to reward the developers for that. 
Who knows what can happen next year, 
though? Sega could end up on top. 


| practically came out of the womb reading a 
game magazine. Now, being a gamer for so long 
has afforded me a few insights. First of all, like 
you, I’m somewhat tired of people complaining 
about how you have rated a game “unfairly” in 
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Whether you choose 
NBA2K3 or NBA Live, you're 
assured of a quality basket- 
ball experience. 


GAMES WE 
WANT TO SEE 


GTA: NICE CITY 

In this Grand Theft Auto 
spin-off, good deeds 
replace murderous 
mission objectives—can 
you get across town to 
help old man Johnson 
mow his lawn before 
sundown? Rather than 
jacking cars, you'd need 
to get a job and save up 
enough money to buy 
one. (Good for at least 
500 hours of play time 
alone.) Vigilante missions 
are also gone, replaced 
with “charity missions,’ 
where you'd deliver 
flowers and transport 
the elderly to doctor 
appointments. Finally, 
there’d be no “run” 
button—hitting X would 
make your clean-cut 
character skip instead. 


I'm thinking... smell. Being able to smell 


immersion, baby!! 
Paul Stremple, Folsom, CA 


| think they will make french toast in the 
morning and when you get home from 
Soy am ta = Nays =a Mal X=Me||N aac =t=16) 7 
for you. Oh, we're talking about consoles... 
CyB tsa ary 


next step should be to utilize the online 
network more than just gaming. You 
should be able to surf the web and use 
the console like a PC. 

Amrin Long, Silver Spring, MD 


Alex Delgada, Los Angeles, CA 


| think they should have PS2 Online 
Cafes. Places like New York City, Los 
Angeles, Chicago, all the big cities would 
nT Uap Ola) Ual =m 8) =< ie Tel8) (6 FLOM Gala 
Tournaments would be weekly. 

Robert Cicetti, Columbus, OH 


| think that the new thing Sony will do is 
being able to see the players that you are 
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The next step for the PS2 console will be 
staying ahead of both Gamecube and 
Pda ie) gM ial ip aloe a) om ole 1g 1m ols 
Sony. I've been noticing XBox's fans and 
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HARDCORE 
Will We All Get Lucky? 


| stopped by the local arcade about a week 
ago with my friend. Anyway, we started 
playing this game (it looked like an import) 
called Lucky and Wild. \t was the single 
coolest game in the whole world. It is a 
great combo race/shooter and | just wanted 
to know if there are any plans to make 
another game like that in the future? | know 
I'm not the only one that would be willing to 
shell out cash for that type of game! 
Jason Beatty, 
jasonhatesforwards@yshoo.com 





Y Lucky and Wild is a classic. 
Unfortunately, there aren’t any plans at 
present to produce a next-generation 
take on this great concept (one player 
drives while the other shoots fleeing 
criminals with a light gun—or player 
one can drive and shoot). Maybe it’s the 
fact that recreating the single player 
experience with a gamepad would be 
pretty hard, unless, that is, you use the 
left analog stick to steer and L1/L2 for 
gas and brake. Hmm... 


4 


their letters. | know that it's your opinion and 
that’s the whole point of this magazine. | think 
you guys are pretty damn accurate. So, with that 
said, allow me to become a hypocrite for a 
minute here... To me, it seems as though your 
rating of Wipeout Fusion was a bit rushed. Did 
you guys review the beta version of it or 
something (highly unlikely)? | didn’t get my fin- 
gertips on the game until a full one and a half 
months after your review, and it’s so good, it 
blows my mind! In your review, Randy says: “pit 
rows that are overly hard to enter.” and “some 
‘dead ends’ in the tracks..” Never once did | 
encounter such problems. | believe that every- 
thing in this game, since BAM! took over, 
improved on the series—much the same way 
Twisted Metal Black improved once SingleTrac 
was out of the picture. Wipeout fans should not 
to be discouraged! Fusion is the best one in the 
series thus far. (PS. no offense, Randy. You're 


FeTan ee are omelet omelets oe 
and better, while Gamecube needs to 
make some improvements with its game 
selection. | think PS2 has still more than 
enough energy to sustain top spot above 


Flees mes Se 
Brian Barkasy, Naugatuck, CT 


| think the next step will be the “1 degree 






ASK THE 
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i videogame industry is trying to make money for them- 

selves. Is this true? Because, if it is... man, will | be upset. 


incl) AU esiam 
Santi Day, way_2_hot6l4@ysahoo.com 


BILL Geez, Santi, what kind of freak gamer are you, 
NFU eR ec M ae a 


the big bucks! Aren’t we all? | know | am. If making 
lots of money gets you upset, I suggest you move to 
a Commie country, like North Korea, where the only 
game they play is Wire The Dissident To The Car 
Battery. You'll love the replay value... 


Once | played Kingdom Hearts for 26 hours straight. My 
friends say I'm crazy and sick in the head. Please tell me 


I'm not crazy and sick in the head. | think I'm just taking 
gaming to a different level. I'd appreciate your opinion. 
Mikey, MikeyDirtO@aol.com 


Emme Ue RTrim Us meee 
PMO MM ee Me OR reed 
taking gaming to a different level. The bad news is 
that it’s the Wakka Wakka Level and your friends are 
PORE Mem Clad 
friends, here’s what you need to do: call the Men in 
PTR TCM CMM Tah em eum ay 
PN aes CAM Ue cL Clem 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, 
with “800-LB. Gorilla” in the Subject Line. 





usually dead center in my book, bro.) 
Joseph Asphahani, 
jesphaha@hotmail.com 


Y While | had problems with it, | still 
thought Wipeout Fusion was a good racer 
(that’s the definition of a seven out of 10 
score from PSM, after all). I definitely don’t 
consider it to be in the same league as 
Wipeout XL, control or course design wise, 
however—and no, we didn’t review early 
code; it was a final review build. I’m a huge 
fan of the series, so I really wanted to love 
this installment. As it was, I simply liked it. 
No offense taken. :-) 


Whenever | hear/read all of the talk about 
redoing or releasing old games (like Final Fantasy 
or Contra), the one game no one ever mentions 
is SNK's Metal Slug series. Why is it that 
everyone always overlooks this classic arcade 
game? If SNK gives it a shot and rereleases it for 
a console, I’m sure they'll make enough money 
to consider it a success. The game's got a fan 
base, right? Or am | the only one who liked it? 
Aaron Ramirez, 
detective_vecchio@yshoo.com 


of separation” that you keep hearing 
about on these commercials. You will be 
able to control everything in your house 


Being able to burn CDs off your PS2 





Not only do | also love the series, 
Aaron, but our wishes are half way to 
coming true: a PS2 version of Metal Slug 3 
is actually in the works for Japan, courtesy 
of Playmore. Now, all that’s left is for 
someone to pick the game up for U.S. 
release. How about Agetec, which released 
the PSone version of Metal Slug X? 


The recent news that Nintendo sold off their 
shares in Rare and then Microsoft bought Rare 
for 375 million is big news! Nintendo has also 
been outsourcing their games to other 
companies to work on: Starfox Adventures by 
Rare, F-Zero by Sega Amusement Vision, Starfox 
Flying with Namco, and Metroid Prime with Retro 
Studios. Nintendo EAD internally does not have 
enough work force to produce these games. All 
of this evidence points to Nintendo leaving the 
hardware business and becoming a software only 
developer like Sega. The next generation | 
predict will be PS3 and Xbox 2 only. Sega and 
Nintendo will be developers on both platforms. 
Scott Whitmore, 
nobuo78@hotmail.com 


Interesting prediction, Scott, but 


Alex Taite, Oakland, CA 


WHERE ARE 
THEY NOW? 


TOSHINDEN’S SOPHIA 
The buxom, whip- 
wielding dominatrix 
from PlayStation’s first 
3D fighter has traded in 
her skin-tight leather 
body suit for the equally 
form-fitting leotard of a 
fitness instructor. “I just 
love making these little 
peons obey my every 
command,’ Sophia 
confides from her studio, 
named “No Pain, No 
Gain,’ in Ft. Lauderdale, 
Florida. “You should just 
see them doing jumping 
Jacks and running in 
place while I crack my 
whip at their feet!” Does 
the stair-stepping sexpot 
have any plans to return 
to the fighting arena? 
“No chance—there’s 
nothing more painful 
than Jazzercize!” 


| think the next step for the console is 


downloading music and recording videos 


on the PS2. 


lights, alarm system, sprinklers, DVRs, 
TVs... everything through your “personal 
console”. All that AND have the best 
graphics ever dreamed in the best games 
ever. Operating systems, every media 
input and output fully supported. 


Nels (eM lemony 
BF) a} (0) 
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invade the earth and kill us all! 
Morgan Strange, Shelby, NC 
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Nigel Fowler, Brooklyn, NY 


| think it would be web cams. | think it 
would be neat to see your partner while 
playing SOCOM. 

Noel Black, Valley Grove, WV 


just before we put this issue to bed, 
Nintendo confirmed that it’s definitely 
working on the next Game Boy and 
GameCube. Of course, that could change, 
but we won't expect to see the Big N’s 
games on our favorite platform anytime 
soon—if ever. 


What's the deal here?! Joe Madrira’s company, 
Trilunar, seemed to be on a roll. Yes, Joe said that 
it wasn't easy, but | never expected the company 
to fall apart before it even took form. Can you 
enlighten me and the other readers as to what is 
going on? 
Mike Jebbelt, 
cyber Il magnum@yshoo.com 


Sadly, Trilunar is no more. According 
to the website (http://www.trilunar.com/), 
the company was forced to close its doors 
and cease development of the game 
Dragonkind because no outside revenue was 
available. The last time we talked to 
Madureira, though, he said that he was 
close to landing a job at another game 
developer. That’s certainly good news. 


|_am just sending this in to express my disgust 
and try to see what you guys all think. My friend 
brought over Kingdom Hearts. The main reason | 
wanted to buy this game was for the all time 
greatest villain: Sepiroth! So anyway, we are 


Even if the PS2 is currently online, | still 
really don’t see its impact. There are all 
the rampant rumors about Final Fantasy 
X!/ being Japanese-exclusive and the fact 
that there is still no hard-drive to 


purchase (I still haven't even seen 
Network Adapters on shelves in 
Kentucky's bigger cities, like Lexington) 
and there really has been no addressing 


by Sony as to how to handle ‘cheaters: |, 
personally, don’t want to buy a $49.99 
game, purchase my network 
adapter/hard-drive, pay a monthly online 
Hc\emr= |e n=) ne) =n M100) n=). 8= 
ence because of some bastard in 
Minnesota has infinite health or a quick 
level-up cheat on. On a lighter note, | am 
actually quite afraid to play Final Fantasy 


Hey, c'mon guys... 


I'm “Siief” Kenshi, 
remember? 





Oh, alright... 


I'll use my 


tystical rina 


Be | 
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playing it and | am getting into the game and 
liking the fight system, until a friend of mine 
looks into the booklet to see who does the 
voices. Then we see the name and the connec- 
tion. Lance Bass from N’Sync. Whose voice does 
he do?! ! SEPHIROTH! | vomited, | do not kid on 
that. How could the great SquareSoft insult 
themselves so much? What do you guys think 
about this? 

James Smith, calgard4@hotmail.com 


James, you’ve brought this upon 
yourself. What are you doing reading the 
manual? What kind of hardcore gamer are 
you, anyway? Actually, that discovery 
nearly made me recoil in horror, too. But 
then I realized that it’s not a matter of 
Lance Bass making Sephiroth uncool. 
Instead, it’s a matter of Lance Bass trying 
desperately, hopelessly, and futilely to be 
made cool by association with Sephiroth. 
Nice try, Basshole. 


In issue 64, there was an article on The Four 
Horsemen of the Apocalypse set to ship next fall. 
In this game, the lead character you play is 
named Abaddon. In Revelation 9:11, Abaddon is 
used as a name for Lucifer. In the game, do you 
play as the devil, or are you a fallen angel? Also, 
you said that there would be nudity. Is this game 
going to’ be an adult game? 

Michael Candelora, NyFan517 @aol.com 


or Everquest on PS2 because MMORPG 
fans always seem to creep me out and 
their 14 hour a day gaming schedules 
beat the heck out of my 5 hour a day 
gaming schedule. | am just as big of a 
gaming fan as anybody, but | really don’t 
Sto tlm) (2M e[=1-] r=] 010) m oe) a'oMe)N) | a mam [USE 
Lele Muir NVA N= =e tN Mee a Nelle) ae 


powers 


to pass 


a * BA your test. 


TECH TALK 


The legality of mod chips for videogame consoles is still in question. 
Your blanket statement that mod chips are “illegal” is false and should 
be retracted. By American law today (current law, | will not read the 
future on the litigation that is still ongoing), mod chips are legal, as 
there is no proof that they are created solely to bypass copyright pro- 
tection. Australian judges have passed that judgment as of July this 
year; however the U.K. has ruled that they are in fact “copy chips; thus 
illegal. My point is this: copying games IS illegal, and criminals SHOULD 
be punished. People who play Japanese games on U.S. consoles are 
not criminals by U.S. law. Do not misrepresent honest hard working 
gamers as criminals. 





Jason Diaz, Tripredicus@ix.netcom.com 


Deeming mod chips illegal and reporting on Sony’s 
court victories against those who sell/install them are two 
different things, and if it’s the latter you’re talking about, we're 
guilty as charged (though certainly not out of place—it’s just 
news). Those who use mod chips to play pirated games give 
those who use them to play original imports a bad rep; it’s just 
unfortunate that the former group comprises the vast majority 
of mod chip owners/users. 


We're not sure who’s in charge of Biblical accuracy over at 
3DO, but the backstory for The Four Horsemen of the Apocalypse has 
Abaddon as simply a “fallen angel” who’s actually trying to stop the 
devil. To answer your other question, the game will definitely be 
rated “M,” but with the recent flap over BMX XXX’s bare chests (and 
their subsequent removal from the PS2 version of the game to get it 
in stores), the chances of seeing nudity in The Four Horsemen Of The 
Apocalypse is definitely looking slimmer by the minute. 


Bena acnMa=c@ssCO MNT morom (alt ayemer—] nn ole 
create their own games using Linux or 
C++ and be able to sell their ideas to 
game companies for big bucks and hope 
that it becomes the next big game. If that 
doesn't work, just use it to look at porn on 
iw mae 

David Mullins, Columbiana, AL 
Justin Whilt, Berea, KY 
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GAME OF THE YEAR: WHAT WILL COME OUT ON TOP? 


2002 was definitely an interesting year for games. Next 
month, we'll take a look back and see which titles truly made 
an impact. We’ll be naming our “PSM Top Ten”, as well as the 
hotly anticipated Game of the Year. Come back in 30 days to 
see who gets handed the prestigious awards. 


HANDS-ON WITH ALL THE HOT SPRING TITLES! 


May Cry 2, Midnight Club Il and DefJam Vendetta! 








We'll be checking out all the amazing games that the new year 
has to offer. Titles like The Getaway, War of the Monsters, Devil 
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Jason Smitherman of Phoenix, AZ, 


is the winner of our October Ind 
Caption Contest (you can check out 
his winning caption below). Jason, 

your PSM Prize Pack is on the way! 
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Mary LaChapalle 
Nancy Durlester 


While it was only a few years ago, the 
original PlayStation still completely 
dominated the charts and our reviews 
and previews sections. However, things 
were starting to pick up steam for the 
PlayStation 2’s Japanese launch, so we 
reported on every rumor and piece of 


news that we could get our hands on. 
We would have never imagined, though, 
that the PS2 would eventually sell just 
under a million units over just one 
weekend. Amazing! That issue also had 
our fabled PSM Top Ten feature and 
listed the fan-favorite Ape Escape as the 
1999 Game of the Year. Even to this day, 
that game has a special place in our 
hearts and we can’t wait until someone 
brings the sequel over to our shores. 
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AMD Athlon XP Processor 2200+ $ 1359 
AMD Athlon XP Processor 2400+ S$ 1419 
AMD Athion XP Processor 2600+ $ 1509 
AMD Athlon XP Processor 2700+ S$ 1589 


~ AMD Athlon XP Processor 2000+ with QuantiSpeed 
Architecture outperforms competitive 2,0GHz processors 


~ <BLACK> Aluminum i-TEC SOHO Server Tower Case 
w/420 Watt Power + See Through Window 
+ Sound Activated Neon Light 


~ VIA KT400 Chip DDR400 8x AGP Main Board 1 
w/ USB 2.0 Ports 


~512MB DDR400 PC-3200 Memory 










Nitrest 
~ 80GB 7200RPM Ultra ATA-133 Hard Drive 30 oe 
~ <BLACK> 16x DVD-ROM Drive Windows 
~ New!!! <BLACK> 48x16x48 CD-RW Drive Professional 


~ <BLACK> 1.44MB Floppy Drive 

~ NVIDIA GeForce-4 Ti-4200 128MB DDR 8x AGP Video 

~ Sound Blaster Live 5.1 Sound Card 

~ Creative Labs Inspire 5.1 5200 Surround Sound Speakers 
~ S6K V.90 Fax/Modem w/Voice 

~ NEW!!! USB 2.0 Pon x2 + USB 1.1 Port x2 


~ <BLACK> 19” ViewSonic Perfect Flat EQOFB 
-21H mm Monitor 


~ Microsoft® Optical IntelliMouse Explorer 

~ <BLACK> Enhanced Multi-Media Keyboard 
~ Microsoft® Windows® XP Home Edition 

~ FREE Norton AntiVirus 2003 CD 


~ Free 1-Year 24/7 i-Care 
Deluxe Technical Support + On-Site Service 
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~ AMD Athlon XP Processor 2400+ with QuantiSpeed Architecture 
outperforms competitive 2.4GHz processors 


~ <BLACK> Aluminum 8-Bay Super Light Weight Tower Case 
w/420 Watt Power + See Through Window 
+ Sound Activated Neon Light 


~VIA KT400 Chip DDR400 8x AGP Main Board 
w/ USB 2.0 Ports 
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1 ~512MB DDR400 PC-3200 Memory 

} ~ 80GB 7200RPM Ultra ATA-133 Hard Drive 

: ~ <BLACK> 16x DVD-ROM Drive 

: ~ NEW!!! <BLACK> 48x16x48 CD-RW Drive 

We <BLACK> 1.44MB Floppy Drive 

1 ~ NVIDIA Geforce-4 Ti-4600 128MB DDR 4X AGP Video 
! ~ Sound Blaster Audigy 5.1 Sound Card w/IEEE Fire Wire 

H ~ Creative Inspire 5.1 5200 Surround Sound Speakers 

} ~ 56K V.90 Fax/Modem w/Voice 

1 ~ <BLACK> 19” ViewSonic Perfect Flat E9OFB .21H MM Monitor 
1 ~ Microsoft® Optical IntelliMouse Explorer 

} ~ <BLACK> Enhanced Multi-Media Keyboard 
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~ Free 1-Year 24/7 -Care 
Deluxe Technical Support + On-Site Service 


AMD Athlon XP Processor 2000+ S$ 1509 
AMD Athlon XP Processor 2200+ S$ 1539 
AMD Athlon XP Processor 2600+ S$ 1689 
AMD Athlon XP Processor 2700+ S$ 1769 
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Strong Lyrics 
Violence 





Best Fighting Game 
Best Simulation 


























































MORE THAN 20 TOP FIGHTERS MULTIPLE FIGHTING STYLES 


FOR ALL THE PAIN HE’S IN, 
QUITTING WOULD FEEL 
MUCH WORSE. 





VARIOUS FIGHTING POSITIONS 





DREAM STAGE 


entertainment 
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36 weapons and gadgets to choose from, 

it's no wonder Ratchet & Clank have itchy trigger 
fingers. Think about it. You can choose from 
burning, bombing, exploding or obliterating 
your enemies. So go ahead, blow it up. Blow it 


all up. Because nobody likes a nice clean town. 
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LIVE IN YOUR WXRLD. 
PLAY IN OURS. 





